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THE JADE STONE 

from Marlin Games 

A beautifully Illustrated text and graphics adventure by Linda Wright 
in which you play Amora. the beautiful daughter of Lord &en&dea of 
Nulonn engaged to Annanton. a man that you father does, not 
approve of In an attempt ta empress him Amanton announces that 
he will sort out the evil sorceror Mollumo. however young Amanton is 
.soon, captured and so is your father. You learn that only lhe Jade 
Stone is magical enough to overcome the evil Mallum-o and so you 
must search for the Stone and rescue both your father and 
sweetheart 

An unusuai and enchanting adventure with many little surprises - 
features include VOCAB, OOPS, EXAMINE ALL, R AMSAVE/R ESTORE 
and GRAPHICS OFF 

The JADE STONE is just £9.95 

DOMES OF SHA Trl . 

from River Software 


A range of quality adventures from 
some of the smaller software houses 
that are now bringing their long 
heralded talents to the ST 




Three text only adventures from Jack Lockerby ; a highly regarded writer of descriptive adventures 


DOMES OF SHA is River Software's most successful adventure 
so far. Set in a far corner of the galaxy., an event was taking 
place that would not only affect the tiny planet of Olaxas. but 
worlds not even bom The surviving people knew that they must 
move or die but the Cold Fear has prevented them from going. 
Somebody must oe strong enough to lead the people of SHA 
ta safety 

HAMMER OF GRIM MOLD is set in the land of dwarves where 
Grlmmaid, mightiest of the Dwarf Kings r is deeply troubled. His 
fabled hammer, a symbol of health and fertility, has been 
stolen bringing misery to the land. The noble adventurer is 
charged with recovering the Hammer of Grimm old but must 
first outwit the Hooded Men., deceive the Gigantic Ore and 
finally overcome Valk r the evil one 


MUTANT is a more down to earth adventure. Twenty years 
ago. an one of the South Sea Islands, the bomb was tested, 
'his small island has since returned to the lush paradise it 
once was and small villages have sprung up around the 
coast but all is not well, however, as something urks in the 
mountains. No-one has seen it and survived but many have 
heard Its hideous cry, You are Mankind's last hope of track¬ 
ing down and destroying this creature before it is too late 

Three totally different and absorbing adventures full of evo¬ 
cative descriptions and hidden messages ideal for the 
newcomerFddturos include HELP, RAM5AVE, RAM RESTORE, 
OOPS and AGAIN 


Author .lack Lockerby has written Over a dozen adventures on 
fhc Spectrum and Commodore and is a highly regarded figure in 
Adventure circles. Many of his games hove received praise from 
Mike Gerrard.. writing in Vour Sinclair, and several of hs games 
have boon heavily promoted by lhe magazine Jack is o reived 
Mining Engineer whose writing talents hove brought joy to 
thousands of adventurers over the past 3 years. 


FOR YOUR XL/XE 


AT LAST SOMETHING FOR TAPE USERS! 


UNDER STARTERS ORDERS 


NOW AVAILABLE ON TAPE for just £2.95 



A great racing game for all the family 
now available on boot tape 


* Computer belting, for 1 ’ 4 players 

* Full colour animated race graphics 

* Save game facility 

* 7 races per meelimg 

* Name you own horses 

* Photo finish and more 


GO.. GO ..GO! 


You'll be jumping out of your seat with excitement! 


See PAGE $ Magazine issue VI page 29 lor further details, of this super pregram. 
Tape version has all lhe facilities and fun ol the dish version except that the number 
ol horse databases is limiled. AVAILABLE EXCLUSIVELY FROM PAGE B 


ORDER FORM on page 49 


TURBO BASIC 

Possibly the best language for your 
XL/XE and easy to learn with our 
tutorai series Even your own Atari 
Bas-c programs w run up to three 
times as fast with Turbo Basic and 
trie disk cones complete with a 
lightning fast compiler thet will en¬ 
able your programs to run at 
machine code speed Turbo Rosie 
has revolutionised programming for 
many users being very easy to use 
for anyone with □ lit tie knowledge of 
Atari Sasic 

With a printed manual and protec¬ 
tive wpiet - oniy from PAGt 6 

Disk only £3.95 


MINI OFFICE II 

Simply the best all round 
business program for your 
Atari. Word Processor, 
Spreadsheet, Database, 
Label Printer, Comms, what 
more can we say? Hundreds 
have bought this hard to find 
program so we are con¬ 
tinuing our special offer 

SAVE £5 - SPECIAL 
OFFER PRICE £14-95! 
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CONTENTS 



THE PODZ 

Hunt the aliens in this 
smooth scrolling game 


SUBSCRIPTIONS 

Annual subscription rates (6 issues) 


UK £9.00 

Europe £13.50 

Elsewhere (sea) £13.50 

Elsewhere (Air) £21.00 


NEW ATARI USER ON DISK 

A disk containing ail of the S-bit 
programs from each issue of 
NEW ATARI USER is available either 
separately or on subcription, Single 
price £2,95 per disk, Subscription 
rates (& issues) 


UK £24.00 

Europe £30.00 

Elsewhere (sea) £30.00 

Elsewhere (Air) Please 

enquire 


SUBMISSIONS 

PAGE £ welcomes and encourages ils read¬ 
ers lo Submil, articles, programs and reviews 
lor pub'ication, Programs must be submitted 
on disk or cassette. articles shew Id wherever 
possible be submitted as texl files on d sx We 
seek to encourage your participation ana do 
nol have si net rides ter submissions. If some¬ 
th ng interest you. write a program or article 
and submit it! Appropriate payment will bo 
made for all publ sfted programs and articles. 

Ail original articles programs and olher mate¬ 
rial in NEW ATARI USER is copyright ol the 
author as crediled. All uncrediled materia! is 
copyright PAGF 6. Unless containing the by¬ 
line 'All Rights Reserved' any material in 
NEW ATARI USER may be reproduced by 
User Groups end olher non-profit mak ng 
organisations provided that the author's name 
is included and PAGE 6 is credited as the 
ordinal publisher. Permission ic publish e se- 
vuhere should oe obtained trom PAGE 6 or the 
author. Editors ot newsletters reproducing 
material are requested to send a copy of the 
relevant issue io the Editorial address of 
PAGE 6. Whilst we take whatever steps wo 
can to ensure the accuracy of articles and 
programs and the contents of advertisements. 
PAGE 6 cannot be held liable tor any errors 
o i claims made by advertisers. 

ATARI (TM) is a registered trademark ol 
ATARI CQRP AH references should be so 
noted. NEW ATARI USER is an independent 
publication ano has no connection with Atari 
or with any other company or publisher. 


The next issue of 
NEW ATARI USER 
will be on sale 27th July 
Editorial copy date Is 12th June 
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THE CREDITS 

Alt of Che usual stuff is on page 3 but here 
■are the people who made this issue possible. 

l es Ellinghum did the editing, layout etc. 

Sandy looked alter the advertising 

Stacey did all those things around the office 
without which we would not survive (.espe¬ 
cially making the E.dilor r s coffee!) 

John It. Barnsley helped out too hul com¬ 
plained that he didn't get any credit Iasi 
time for making the coffee, so thunks for the 
coffee, lohrtl 

The Regular Contributors, wh« provide the 
backbone of the magazine and can general¬ 
ly be relied upon to come up with goad 
articles und reviews, are .... 

Gurry Francis Mark Hutchinson 

Matthew Jones John iJuvison 

John Davison jr John Sweeney 

Paul Kixorl Damon Howqrth 

All other contributors for this issue ore indi¬ 
vidually credited alongside (heir articles or 
programs. Thanks to everybody for shoring 
ih«LT work and enthusiasm with other Atari 
users, 

Still no news from the antipodes 

Thanks to Paul ling wood for the cover 
photo und to brook lands School, Stafford for 
allowing us to use their classroom. Thanks 
also to the two people who sat there patient¬ 
ly while ail the lights and things were adjus¬ 
ted - Danielle Sandy, who didn't really find 
it as scary as she thought, and Sean, the 
best little person in the world. 

tor's of jnrpfraCion (Ms lime, es^wiiatty from Bmce 
CodWwn who fust stays in (he head otter the 
music has stopped, /esse Winchester, bock after a 
fang, kmg while and stilt as good, Da Dunnan, 
why must be (he very best horn the Irish scene, 
ilpho MdhuSC and fohtmy Clegg iron: South Africa 
woo show (hyj thgrg are a kit of good things in 
riiat coujrtjy Lvatring' lohMk free. if you were into 
Gracetand, check out Siphv M ah use. Other rcien- 
tions must go to The Chieftains, Judy Collins and 
The Fvreys >v,']o cart stilt perform songs in a way 
that others can't. Finally (franks to Tower Retards 
tor having jhc gr'a'rd sense to stock CD's that the 
rest oTlhe UK don't Jtnaiv friit, 

NEW ATARI USER is thv maguziiio, 
PAGE 6 is the concept. Wherever you sec 
P AGE 6 you 11 know what it mucins! 

The next issue of NEW At ARI USER could 
feature YOUR article or program, 
so SEND IT IN NOW! 


PAW * just what you can do wfrh ytiar Aforj. With 
I he excfpikJH of final output an a i.iprorron and Erst' of a 
repro camera for (he lutings and pl\otos.. the magazine is 
prepared entirely with AWrt bust'd equipment and sofl ivei/t 
- nor a JWacfnlcuh or IBM in VyW Hardware usttf induefe's 
1 30XE, (050 disk drive. 810 disk drive, 4 f<> cassette 
(occasionally!}, 550 Interface, NEC B023 printer. 1Q40ST, 
.VSf J 24 Monitor, Atmri 5,420-? hard disk drift-. Qrffldtia t 
rm-g disk drive. Faison RX100 printer, Kyocera luwr printer, 
Mkroslatfer printer buffer. Software inclutfes Superscript, 
Turbo Kasrc, Kerm\i. PC Sntercamm. TART-TALK. Print Wrz, 
PC Intercomm, STWriter, PrutcM md Fleet Street (Wisher. 
ArTicies araJ programs Juiwni^tfJ' fri XtJXF. dkfci ore sub- 
jeered it? various cuiforn wfOert hefort being 

transferred across ho I he 51 via TAR/-TACK, At? hUif$r 
erfrriiy is done tviE?i Pretext and pages are Said OMl wJJh 
fleet sWet PurWi'.Tfrer. A disk with !.hr finished pages is .••wi 
up to f he Setting SfudJp in Newcartfe fa typesetting bart£i« 
who realty trftfn* i4wl they are doing wfiJa Eke ST) to he 
ouEpirr oa £4 Linofroa 300 a/td, hey presto. Gm'shed pages 
are sent back. Jr realty docs nx?rf - (4T Jflstf Kit that Is left is 
Eo drop in the lisiings and photos, Wilt, ft's noJ guile as 
easy as that, l?uf you geE E(ie irk'd. 1 


SeUtwUai 

FOR BETTER OR WORSE 


So here we have the first issue of NEW 
ATARI USER or rather the 38th issue of 
PAGE 6! Preparing this issue was rut her 
strange as I had to keep thinking of the 
new title rather than the familiar PAGE 6 
und 1 must admit that there were misgiv¬ 
ings about making the change but in the 
long run 1 am sure that it will be the right 
thing to do, Many readers have written 
asking us not to change, and I can fully 
understand Lheir reasons, but we have to 
think of the larger commercial world and, 
cater for both newsagents who haven't got 
a due what PAGE 6 means cjncJ also for 
the new users who will more readily iden¬ 
tify the new title. To confuse you even 
more, you will still find lots of references to 
PAGE 6 throughout the magazine partly 
because it is hard to break old habits but 
mainly because PAGE 6 has come to mean 
more than just the magazine, it supports 
Atari users in other ways. So what we now 
have is PAGE 6 as an overall concept of 
support for the Atari with NEW ATARI 
USER as the magazine being published by 
PAGE 6. You can now think on two levels, 
those who have been with as a long while 
can still call us PAGE 6 (and that includes 
me!) whilst those who just see the maga¬ 
zine as a straight magazine can refer to 
NEW ATARI USER. Basically think of us 
how you always have, nothing's changed 
except the name on the front cover. 

AN 8-BIT SHOW? 

There is an report in this issue concerning 
the London Alternative Micro Show which 
raises some interesting points about the 
future support of the 8 bit Atari. It seems 
that our news item last issue caused a 
good number of you to go along to the 
show to the delight of those stallholders 
supporting Atari and this has fired Colin 
Hunt of the Bournemouth and Poole Atari 
User Group to start thinking about a simi¬ 
lar show for the Atari 8 bit machines, 

Mark Hutchinson, wit haul having seen 
Colin's report, also puts forward the idea 
in his column. Now I have been thinking 
about this for at least two years and have 
this idea constantly spinning round in the 
back of my head about arranging a show 
that would be something really unique in 
the world of computer exhibitions, not so 
much a show as an Atari Convention. 
What sparked this off was attending a 
Fantasy Convention in a hotel in Birming¬ 
ham some years ago which showed that 
there is much more to 'support' than get¬ 
ting a few retailers together to sell their 
wares, The idea is to hold the show some¬ 
where reasonably small for atmosphere, 


invite those retailers who still support the 
8 bit as trade support but also get together 
as many 'experts' as possible to demons¬ 
trate various aspects of using the Atari. 

We could have someone who knows Flight 
Simulator II inside out showing their 
paces, experts on Turbo Basic, Machine 
Code or other languages, hardware hack¬ 
ers, folks who use their Atari for business 
and many more, all with their own corners 
so you could go and talk to them. There 
could be a panel discussion on various 
topics, competitions and much more. In 
all you would get the chance not only to 
buy some elusive software, but also ask 
questions and know that you will get 
answers. In short you would come away 
knowing more about your Atari and what 
il can do. Isn't that better than tragging 
round a big show and coming home with 
just 50 blank disks at a bargain price? 

The reason that I have never done any¬ 
thing about this is that I know that 1 could 
not possibly organise il as, with all the 
other things we gel involved in, there is 
barely enough time to organise the maga¬ 
zine each issue! Maybe the tide is turning 
and others will start to pick up on this idea 
and perhaps if enough of us at the 'busi¬ 
ness’ end get together we can make it 
work? In the meantime, J understand that 
the next Alternative Micro Show is to be 
held in Stafford and if that's the case, well 
definitely be there, it's only a mile from 
the office! 

If you are an ST owner, don't think that 
all this talk about an 8 bit only show is 
leaving you out, it's just that you don't 
need any help at the moment. With the 
Atari Computer Show being virtually ail 
ST and ST software all over the place and 
in every magazine, you are flying high at 
the moment, but your turn could come! 

TAPES 

Lot's of you ask for various things on tape 
so this, issue we are making available a 
tape version of the great bonus program 
UNDER STARTERS ORDERS from the last 
issue. In the past many have asked but 
few have bought and as tapes have to be 
duplicated in bulk it is easy for us to lose 
money with poor sales. We don't want to 
make a fortune on this tape but if we lose 
money then it is pointless doing it. It's up 
to you, if you want tapes show T us that you 
are willing to bay them, 


£i t-[Lintjftam 
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ATARI 850 INTERFACE 

An RS232-C serial'parallel in¬ 
terlace that wiEI enable your 
Atari e-bit computer to com= 
municate with other computers 
(IBMs.‘STsi’portables etc.) and 
computer orientated products 
such as FAK,DIGITIZER PADS 
etc. 

£55.00 


SPARTADOS X 
CARTRIDGE - £47.00 


SUMMER SALE SPECIAL’ 

ATARI XF551 
360K DRIVES 

(equivalent 2.83 M 050 drives) 

£135,00 


SPECIAL OFFERS 
INFOCOM DESK 
ADVENTURES 

Beiij* Hod Cut Throats Deadline EnchanLer 
See-sL-alher Sorcerer BLat Croas 5us-(»hd«f 
wiBhhrlnger Wllnesa 

£19.00 each 


SUMMER SALE SPECIAL’ 

1050 SUPER ARCHIVER 

* The only TRUE duplicator {will out perform all olher 
drive duplicators by approx. 500%) 

* Built-in US Doubler (SpartaDos compatible) 

* Special editors to repair damaged protected disk 
software ard tarmat disintegration (for whan you can't 
get a replacement!!) 

‘ True double density ilflOk per side; 

* Plug-in module and £ solder wires for easy 

installation 

£55.00 


CONTROLLER CARD 
’BACKUP PACK’ 


PPB 


includes- "Superdump Toolkit" which is surfaele for making backups of protected disk 1o disk 
software and upgrading cassette soitware lo (Ask. includes menu maker, single and 
enhanced censity SBdor copiers that supoert Ihe high speed of modif.ed drrves, h and Ip 
speed backup dumpers, which includes a 'save game m progress lacilily', pauser, irrimuria- 
liser utility, systerri reset commander sd yee den i have tD keep switprnng otf th^e cgmpuler 
to re boot and much more! 1 The Superdump TOCJkil is Suitable lor ALL Alari disk drives. 

XL version £49.95 XE version £54.95 


ATARI XE130 CUSTOM all llie features ot the standard 
130XE but includes a built-in printer interlace, system reset commander so you 
don't have to keep switching oM the computer to re-bool, completely re¬ 
designed system character set wilh £ sign instead ol th-s hash sign, high spaed 
_ cursor routine, U S, system colour defaults £79 95 


COMP TPRHLHJjL 


ATARI XE MODULAR COMPUTER SYSTEM 

including XF551 disk drive, Light gun, Joystick, Games Pack - Bug Hunt. 
Missile Command. Blue Max, Colossus Chess. Eleclraglide, Alley Cal 

£235.00 


'SUMMER SALE SPECIAL’ 

STAR LC10 PRINTER 

Epson compatible pr niars wilh superb FJL-Q and very accurate 
linefeeds fpr graphics printing not normally found in this price range'! 

£189.00 


PHILIPS 8833 14” MONITOR 


A high quality screen image with accurate sound culprit makes all llie differ¬ 
ence to a computer system. Features - medium res, colour screen, stereo sound 
facility, dual input mode, composite and RGB Inputs, green screen mode 
(perfect with XEP-&D 80 column adaptor) 

E259.95 


APX SOFTWARE OFFERS 


TYPO ATTACK 


-*n a rc*d# game speci¬ 
fically designed to help 
you improve your typing 
skills 


£2.95 


TACK TREK Full graphics Star Trek 
simulation exploring in 
space, fighting Klingons 
etc. cassette only £2.95 


Aim's APX titles consist of EDUCATIONAL. UT1 LITIS. ARCADE GAMES AND ADVENTURES 
avai able c-n cassette anc disk formats. For full list ol Ihe APX software selection please send SAE 


14, ROMILY COURT, LANDRIDGE ROAD, FULHAM, LONDON SW6 4LL 

Telephone 01*731 1276 

[CARD - EUROCARD ACCEPTED 



XL/XE ROM CARTRIDGES 

ARCHON . 

14.95 

BALLBLAZER .. 

14.95 

SLUE MAX . 

14 95 

JOUST .,. 

12-95 

LGDERJNNER . 

14.95 

MOON PATHOL . 

12.95 

PITFALL 1 .. 

9.95 

PITFALL 1 . 

9.95 

POLE POSITION . 

. 12.95 

REALSPORTS 


AMERICAN FOOTBALL . 

. 12.95 

RESCUE ON FH AC TALUS .. 

14.95 

RIVER RAID ,. 

. 9.95 

STAR RAIDERS II ......... 

14.95 

TENNIS . 

. 9.95 

XL/XE DISKS 

AUTDDUEL ;64k| . 

. 16.95 

DRUID .... 

12.95 

EURO SUPER SOCCER |Hk) 

.12.95 

F-15 STRIKE EAGLE . 

12.95 

FOUR GREAT GAMES 11 ... 

. 5.95 

FOUR GREAT GAMES III .. 

5.95 

GUILD OF THIEVES (MM .... 

16.95 

INGRIDS BACK |E4k'> . 

12,95 

JTNXTER |G4k| . 

. 16.95 

KENNEDY APPROACH . 

12.95 

KNIGHT ORC (64k TEXT) ... 

16.95 

LANCELOT |G4k| . 

. 12.95 

LEADEREGARD . 

. 12.95 

Ml RAX FORCE . 

. 8.95 

MINI OFFICE 11 . 

16.95 

OGRE . 

16.95 

RAMPAGE . 

. 12.95 

SILENT SERVICE . 

12.95 

SOLO FLIGHT . 

. 12.95 

TIME & PrtAGIK [64k TEXT) . 

.12.95 

WINTER EVENTS ... 

. B.95 

WINTER OLYMPIAD 83 W f 

.12.05 


XL/XE CASSETTES 


ACE OF ACES . 

2.95 

AMERICAN ROAD RACE .... 

1.95 

ATARI ACES .. 

6.95 

CALIFORNIA RUN .. 

1.95 

DAWN RAIDER . 

1.95 

ESCAPE FROM TRAAM ...... 

2.95 

EURO SUPER SOCCER M .. 

6.95 

F-15 STRIKE EAGLE .. 

8.95 

FOOTBALL MANAGER . 

2.95 

POUR STAR GAMES H . 

3.95 

FOUR STAR GAMES II . 

3.95 

GAUNTLET |Wk'i . 

2-95 

GRAND PRIX SIMULATOR .. 

2.95 

HARDBALL .... 

2.95 

INGRIDS BACK |€4k; .. 

12-95 

JOGKY WILSON'S DARTS .. 

2.95 

LANCELOT (Mk| .. 

12.95 

IAS VEGAS CASINO ........ 

2.95 

KENNEDY APPROACH . 

8-95 

KNIGHT GHC 4B4k TEXT] . 

12.95 

NATO COMMANDER . 

8.95 

MIRAX FORCE .. 

5.95 

PERISCOPE UP . 

1.95 

PLATFORM PERFECTION |fi4k| 

6 95 

QUARTET GOLD .. 

3.95 

RAMPAGE . 

8.95 

SHOOT EM UPS-64k| . 

695 

SPEED ACE ... 

2.95 

SUPERMAN .. 

2.95 

TIME S MAG IK [BU TEXT) .... 

12-95 

VIDEO CLASSICS . 

1.95 

WINTER OLYMPIAD SB-GAl.i . 

8.95 

ZYGtX ... 

2.95 


ST SOFTWARE 
AVAILABLE 
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JOHN SWEENEY 
FINDS THE HOLY GRAIL! 



We u(ways fcnew our reviewers were good but little did we realise that we had the best in the 
whole of the UK! We were delighted to receive, on annountemenf from Mandarin Software that 
the winner of their recent £5000 Lancelot Holy Grail' competition wax none other than John 
Sweeney who has heen gracing these pages wish his adventure wisdom for a number of years. 
John worked his way through some obscure dues in the early rounds of the competition to join 
40 finalists who had to battle it out with some really difficult questions which revealed (be 
Ordnance Survey grid reference of a location at which the Grail was supposedly buried, In typfeu/ 
fashion, John not only answered the questions, hut provided lots of additional information to 
support his answers and evert came up with one or two facts that the organisers themselves had 
not thought of! 

John thoroughly researched the legends of King .-Arthur and used around SO reference worls 
including out of print works and references obtained from Universities to solve a set of questions 
which were set by Pete Austin from Level 9 and are difficult enough to solve, even with art 
answersheet! The hardest part was trying to solve one question that the organisers had worded 
incorrectly so that it could not he answered!'!) hut John nevertheless got the most questions right 
Within the allotted time and worked out that the Grail was buried at the Ceme Abbas Giant in 
Dorset. And so ... John Sweeney became the proud owner of a 22 corat gold plated ‘replica ' of 
the Holy Grail encrusted with amethysts, garnets and opals. 

Strange to think how things come full circle. There was your editor interviewing Fete Austin 
sometime last year when a fax came through with the initial design for the Holy Grail l was 
invited to mate some suggestions on the final design and then totally forgot about it. unfit John 
Sweeney completed the circle by ending up with the finished Grail We didn't even know he hod 
gone in far the competition! Well done r John, well done! 


ENCOUNTER 

WITH 

ATLANTIS 


Budget software company 
Atlantis, a major supporter of 
the Atari 8-bit machines has 
secured the nghts to release 
Nova gen's ENCOUNTER in 
budget format. ENCOUNTER 
was a breakthrough in Atari 8 
bit games at the time of its first 
release and is one of lbe finest 
games to have been written for 
the Atari in this country, in¬ 
deed, it influenced several later 
U.S, games and was the first 
game to have tamed the tables 
by beating the U.S. program¬ 
mers in game design, 
ENCOUNTER remains a superb 
game and at £2.99 should be 
gracing everybody's Atari. The 
budget rights far the game were 
not cheap and Atlantis need it 
to sell well but managing direc¬ 
tor Michael Cole is confident 
that it will succeed quoting the 
Atari 8 bit market as being 
"very buoyant at the moment". 
We don't like to hype games at 
PAGE 6 but we can honestly 
say that this one is a classic 
and Atlantis deserve your sup¬ 
port for bringing it to a new 
audience. Rush down to your 
local shop or give your mail 
order supplier a ring and de¬ 
mand a copy of ENCOUNTER. 

It will be one of the best £2-99's 
you have spent on your Atari. 


DON’T FORGET 
THE SHOW 


This is our lust issue before the 
Atari User Show so this is a 
timely reminder to come along 
to Alexandra Palace between 
23rd and 25th [une to see the 
show, No news at present as to 
just who will be exhibiting but 
it will probably be ihe usual 
fare. There are rumours that 
there may be ti special 'Meet 
the,Editions' forum and a com¬ 
petition to find the best use of 
an ST so it looks as if there may 
be a slight change to the for¬ 
mat. Come along and see, or at 
least see us! 
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YES, THERE IS 
NEW SOFTWARE 


CoJemasters are dipping into 
the Atari ft bit market with two 
new neleOSeS premised over the 
coming months. The first is 
FRUIT MACHINE SIMULA 
TOR which, as you might have 
guessed, is another fruit 
machine game. Not exactly 
novel on the Atari but welcome 
nevertheless as a new release in 
a market currently sparse on 
new software, This is to be fol¬ 
lowed by an., os yet r untitled 
cor mcing gome that Combines 
the traditional race track with 
fantasy battles us each car is 
armed with a number of weird 
and wonderful weapons. Price 
and release details are not con¬ 
firmed at present but these are 
certain to be budget releases. 
Atlantis are also keeping up 
th eir Atari support with "a 
number of new releases plan¬ 
ned" although their present 
efforts are going into support¬ 
ing ENCOUNTER. 

Karnbit, well known for their 
cassette based utilities, are put¬ 
ting the finishing touches to a 
revolutionary new word proces¬ 


sing utility that will combine 
g raphics with oo n vent ion a l 
word processing thus enabling 
you to print out decorative iet- 
terheadings at the same time 
as your words. This promises 
lots of exciting uses and we will 
bring you a review as soon as 
the program is completed. 
Tynesoft, once a major suppor¬ 
ter of the ft bit. are now more 
into the high flying ST market 
but are slill working on THE 
LAST GUARDIAN with a re¬ 
lease date still some time away. 
At least they have something in 
the pipeline, although they 
have no other releases planned. 
There are rumours of a new 
one from Anco called CYGNUS 
XI which is on a 'buck Rogers' 
theme with a careful balance 
required between using fuel 
and shooting. Background 
graphics are said to tie ex¬ 
tremely colourful with some ex¬ 
cellent intro music. Nothing 
more is known at present. Keep 
your eyes open and Jet us jnow 
if you hear of any other new 
releases. 



Atari's greal new 
game TIGER ATTACK 
reviewed this issue 


WORLDWIDE SUPPORT 

Over in the ITS A. they an 1 having similar troubles in finding 
support for their Atari machines and one enterprising user has 
set up the Federation of Atari Computer Enthusiasts {F.A.C.E.) 
which aims to tiring together the resources of Atari 8 bit users 
worldwide. Primary aim is to provide support for those who don't 
have access to a local user group by providing a regular newslet¬ 
ter and disk containing selected public domain software and 
news files. Also planned is a supply support group which will 
find sources for spares and accessories for Atari hardware that 
are rapidly becoming bard to get hold of. There is a Bulletin 
Board and the Federation hope to attract commercial advertisers 
both an the Bulletin Board and in the newsletter. 

All of this is dependent of gaining enough support from Atari 
users worldwide. Annual membership outside the U.S.A. is SIS 
($10 in the U.S.) but before parting with any cash we suggest 
interested users drop F.A.C.E. a line to check that they have got 
off the ground and requesting further details. You should write 
to F.A.C.E. c/o Eric Lambeth, 1000 Westview thrive, Springfield, 
MO 65SO7, U.S.A. Enclose a couple of International Reply 
Coupons. * 




anctlwst 


■Soft 



ware 


u 


presents 


1, PAINTBOARD 
2. NETWORK & KING'S PERIL 
3. COUNTER-SLOT 


1. Paintboard hag many powerful features whinh are sugported by 11s 
30 commands. Commands include zacim. fill, colour, line. bo*. circle. 
airbrush, pen, load, save, gallery 1 etc. Supplied on TDK cassette with 
demo pictures and utility programs 

2 Tfte Network & Kings Peril are- two separate puzzles much will keep 
you busy for hours' ■!A knowledge oF chess useful with the King's 
PeriSf 

3- Counter-Slot is a 'simple 1u understand but diffiuull to solve' pu<rde. 
It will probably drive you mad while trying to solve it. 

PAINTBOARD PACKAGE £G 99 

NETWORK ft KING'S PERIL £1.99 

COUNTER-SLOT £4 99 

All programs run on any Atari, except ST, with ot least 43k 
Prices include postage and packaging 
Make chequeS/PO'S payable to Amethyst Software and send 
with your address to 

AMETHYST SOFTWARE 

3 Oban Avenue, De La Pole Avenue, Anlaby Road, 

Hull, North Humberside HU3 6SB 


I I* II The Alternative | |* || 

O- in Atari Newsletter IJ* HJ 

8:16 is a quarterly newsletter supporting the complete range 
of Atari computers* with an indepth look at all aspects of 
computing. ]f you love your Atari, then subscribe to 8:16. 
Subscription - £3.80 for 4 issues / Sample copy - £1 
FREE Turbo Basic & DOS 2,5 to 8 bit subscribers. 

BaFAUG group meetings aie held on the 1st Friday of each month 
at The Kinsort Community Centre, MiLLhams Lane, Bournemouth. 


Annual membership - £6 adults, £3 juniors 
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Pie Stand isc Multi Ulility Disc 
Features a Game Menu 3ysleni 
Du pies Discs 
Maps Discs, 

Edits Discs 
Formats Discs 

Enables you to creak Bad-Gettors 


oners tape to Disc Transrur 
Oise tu Tape Transfer 
Tape to Tape Copier 
Autobcot Cassette Creator 
Full instrodtods supplies! 

A FREE bonus panic included 
Scund'sc i>s o n ly £19 JS inc. 
F£P 


Atari XL,ICE Disc 
&0 FI SCAN FREE&IE 

Tiijhl inns' siiqlinp qarrtr 
HVtJiBd on fqquQEt "ith 
<ich £ CMiidmc er 

MrwftW O'der 


* The Kass-Kopy Cassette Back-up System 
4 A must lar all AEari Tap a based systems 
4 Dr pies Gaines la a Flank Cassette 

* SpstieL 2 Program Part 

* loci coses the Program Loatimu Speeds 
4 Breaks into Protected Tapes 

4 Vdu can era mine A muddy Preluded Tapes 
4 Full instructions supplied 
4 Kass-Knpy :s c n ly tlG.fiu me. PAP 



Sue i Cfiirut p C patf! i In. S0FT5CUN. r 0. Bui B<3 Hers':nl Tel 0433 5DB5B. 
Lititi EarUlmldnr! may arder P. lelMimm re- same uv daijalrtr! Our sellsesn 
catalogue. laalurinp siVaru lor rtwsl enmpulnrt, rclud -<j Hie Alar 3 il *E ST 
is supplied v, :ii each nnt*. nr simphr Hid 50 p lor a enpr'nl Ihe lalesl issue. 


riii. T i 

Alan XUKE Casselle 
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DVORAK KEYBOARD 

Like a lot of other people the 
speed and accuracy of rriy typ¬ 
ing leaves something to be de¬ 
sired especially when word pro¬ 
cessing. I am Sure that some of 
these problems are caused by 
the idiosyncratic standard 
QWERTY keyboard layout. The 
alternative DVORAK layout has 
many advantages and has 
been approved by the Amer¬ 
ican National Standards Insti¬ 
tute so I am keen to try it 
rather than just improve my 
QWERTY skills. 

I have found references to 
Dvorak and keyboard tables in 
Mapping The Atari and in 
Computel'$ Third Book of Atari 
and experimented with Desig¬ 
ner Keys from Issue 36 but the 
redefinition disappeared when I 
loaded Speedscnpt, Is it actual¬ 
ly possible on an 8Q0XL La run 
an initial program to redefine 
the keyboard layout within any 
other program such as a word 
processor? 

Mrrvyn Smith, 

Sheffield 

It is certainly possible to redefine 
the XL or XE keyboard but you 
would have problems if using a 
commercial word processor that 
boots up. Programs such as 
Speedscript however, which is a 
type In listing and for which the 
source code is available , should be 


capabte of being adapted. The su¬ 
perb public domain program Tex- 
tpro may also support this facility, 
does anyone know? Someone may 
have already done this, it is cer¬ 
tainly quite feasible for any com¬ 
petent programmer. Any answers? 


LOOKING FOR BIRDS 

This might seem rather strange 
but 1 am very interested in brid- 
watching (the feathered kind") 
and spend many hours record¬ 
ing species and numbers of 
birds seen., along with areas vi¬ 
sited. At the moment l record 
my findings in loose leaf folders 
but 1 wondered if any of your 
readers have a successful prog¬ 
ram which they use and are 
willing to gi ve me any ideas 
how to go about recording 
things like this on my 3T? 

D.l, West 
St Neats 

There are several public domain 
databases that you might be able 
to adapt but it is difficult to re¬ 
commend one without knowing 
your precise requirements. Some¬ 
thing like ZAP-CARD, available 
from the PAGE 6 Library, might 
be suitable. This is just like a set 
of index record curds held in 
memory and the format is fairly 
free- Then again there may well 
be readers with a similar type of 


''recording' hobby who have used 
other programs. We will gladly 
pass on any recommendations 
providing they are addressed to 
Mr West c/a Mailbag. 


THE DREAM 
MAGAZINE? 

Here is a rundown of what I 
want of PAGE 6 Magazine in 
future. 

1.1 require 150 pages devoted 
to the ST in full colour. As there 
are a few dozen 8 bit users 
umong your readers and not 
wanting to be a spoilsport, you 
may devote two pages to 8 bit 
material. 

Z„ No Top 10/Top 20 Lables, 
please. Incredibly boring. Who 
really cares what is the 11th 
best selling game? 

3. A series of articles on prog¬ 
ramming in machine code, C 
code, GFA, STOS and other lan¬ 
guages. 

4. A readers question and 
answer page (ST only of course) 

5. Add on projects such as 
speech synths r hard drives, 
build your own printer, coffee 
machine etc. 

6. Wiring diagrams to connect 
a variety of monitors. 

7. Complete circuit diagrams of 
the 520 and 1040 machines 
and also both internal and ex¬ 
ternal drives. Also a course in 
fault finding with a compre- 


FINDING A GOOD SHOP 


Referring to A lari Games Cen¬ 
tres in the last issue, I would 
like to say that not all the cen¬ 
tres who advertise in the com¬ 
puter press are bad. I am writ¬ 
ing to praise my local centre 
which is MILES SETTER SOFT¬ 
WARE. This Is an excellent ex¬ 
ample of a dealer who supports 
Atari whether it is 8 bit or 16 
bit. They have an Aladdin r s 
cave of both software and hard¬ 
ware. games, education or 
business. 

The staff are excellent in all 
ways In helping you and they 
have an excellent mail order 
facility. This Is the sort of centre 
that deserves all praise that can 


be given. It is also nice to know 
that we Atari 8 bit users have 
still got centres like this who 
give us all the support that we 
desperately need. It is also up 
to us users to keep oil buying 
from centres such as this to let 
them know how much we 
value their support. 

I would like to close by saying 
that the magazine goes from 
strength to strength and say 
thank you for all your hard 
work and hope that we may 
continue to have an excellent 
magazine for years to come. 

G + l>, Wood, 

Cannock, Staffs. 


Mice to know that you can find a 
good local retailer but isn't it 
strange that tbe.se retailers who 
are supporting (fie Atari never tell 
anybody about it? Miles Better 
hove been advertising for years, 
mostly in the old Atari User, but 
their advertising has never given 
away the fact that they have a 
shop. I never knew this, assuming 
that they were just mail order, 
and Cannock is only a dozen 
miles dawn the modi We a iso had 
a fetter from Capri Marketing, 
who recently attended the Alter¬ 
native Micro Show supporting 
Atari , saying they have over 200 S 
bit titles in their shops which in¬ 
clude two Computer Cavern ouf- 
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hensive fault finding chart. 

I look forward to your 'new 
LO0k r PAGE 6 ATARI ST USER 
magazine. 

Les Ho worth r 
Preston 

With my sense of humour dulled 
by too many Sate nights I eon Y 
work out hew much of this letter 
is serious. The only thing we are 
working on at the moment is the 
add on coffee machine but we ure 
having problems with Cite multi¬ 
tasking software. Irouble is, every 
lime S sit down to work on the 
program f I have to pop out for 
another cup of coffee. 


BIGGER PRINTING 
PLEASE 

I am writing to you like many 
others have done to ask you if 
you could please do something 
about the printing in your 
magazine. When it used to be 
just Atari User, ] had no trouble 
typing in the listings because 
the print was quite bold, I used 
to have your PAGE 6 magazine 
when it was just that but can* 
celled it because of the print on 
the listings. Ever since I have 
had the computer back in 19S7 
I have typed in every' game out 
of Atari User an cl 1 miss it very 
much. I don't want to cancel 
my order as I like typing in the 


lets. These have now been added 
fa the Resource File at the back of 
the magazine but, as far as I am 
aware, Capri Marketing have 
never advertised! Atari World in 
Manchester are also supposed to 
be good with the 8 bit but, whilst 
they have advertised in the past , 
no one outside Manchester seems 
to know whaf they are doing now. 
When will ail these people wake 
up and realise that with the scar¬ 
city of .support for the Atari 8 bit, 
people will travel hundreds of 
miles to visit a shop with a good 
selection of software or hardware? 
If I had a shop with a good selec¬ 
tion, S would take advantage o f 
the situation and advertise the 


games so could you please do 
something about the print? 

A.A. Belts, 

Birmingham 

A few people have mentioned this 
problem hut we are caught be¬ 
tween keeping ail of the listings in 
large print or cuffing some of 
them out. We have only a limited 
number of pages and like to .give 
.you as much os we can in each 
issue so some of the longer list¬ 
ings have to be reduced in size . If 
we didn't do this some of the 
longer listings might take up 6 or 
8 pages and other listings or arti¬ 
cles would have to he cut out. 

Let 's he fair though, in the last 
issue 8LASTCOM, FINDER, the 
Bosk programs in the MACHINE 
CODE LIBRARY,, SUNPLOTTER, 
AMAZING, TUTORIAL SUB¬ 
ROUTINES, and one of the 
TURBO BASIC programs were all 
in print every hit as large as the 
aid Atari User and the only small 
print was for SCROLLY TEXT EDI¬ 
TOR and one of the TURBO list¬ 
ings. We could have made Scrolly 
I ext Editor much bigger arid then 
you would have lost one or two of 
the other listings. With this ba¬ 
lance is the complaint justified? 
The typeface we use is also smal¬ 
ler than many but Shat again is so 
that yuu get mare to read. Many 
Of the Other magazines fill up 
those ‘extra'pages by using a lar¬ 
ger typeface and therefore make 
the same maferiai go further, 


fact . Stick in some details about 
local attractions and have a spe¬ 
cial 'open day' with treats for the 
kiddies and you will get families 
travelling miles for a nice day oaf 
with the chance of getting some 
hard to find software for when 
they gel home , Or am / stifi living 
in (hat dreamland of yesterday 
when people actually cared? 

We may very well do a feature on 
the 'best' shops serving the 8 hit 
and if you have a focal shop that 
you can recommend (including 
the ones mentioned) then write 
and let us know, Who knows, 
maybe one or two retailers may 
even be disposed to write and let 
us know they are there. 


should we do the same? h the 
'small' printing really a problem? 
Veteran Atari matt ken Ward 
mentioned it at a recent show but 
then Ken is getting old now! 


SOME SENSIBLE 
COMMENTS 

1 would like to respond it] some 
of the Hems from Issue 37. First¬ 
ly us to the matter of listings on 
tape, u definite yes to this sug¬ 
gestion, 1 would go further by 
offering a tape subscription 
similar to your present disk 
scheme. 

Secondly could you thank Ian 
Fin Jayson for his Cassette data¬ 
base, I would Like to comment 
on R. Hill's idea of program 
challenges, he suggested that 
PAGE 8 sets the challenge but 
could i suggest that the readers 
set the challenges for your own 
programmers or readers. Could 
I start the ball rolling by chal¬ 
lenging anyone to write a mini 
word processor? 

Thirdly to the critics from the 
old Atari User. Database would 
never have dropped Atari User 
if it had been as popular as 
they think it was. I find that of 
the magazines writing for the 8 
bit Ataris., PAGE 6 has been the 
best. As for Get It Right versus 
TYPO 3, both have their advan¬ 
tages and disadvantages, TYPO 
3 is quick and simple to use 
while GJ,R allows abbreviated 
commands to be used. 

Finally on games centres, who 
needs them when PAGE 6 gives 
us such good games for the 
price of the magazine? 

David McLaren 
Renfrew, Scotland 

We have put together a boot tape 
version of UNDER STARTERS 
ORDERS which was the disk bonus 
last issue, and will quite likely do 
a compilation of five of the best 
games from previous issues- an 
tape. Whether we do any more is 
up to you, Unlike disks, where we 
con copy as many, or as few as 
we need, tapes have to be dupli¬ 
cated in bulk by an outside firm. 

If we get left with a lot, we lose 
money and we can Y afford fa do 
that. Much OS we would like to 
provide all round support we can Y 
if it is not economic. Buy fhe.se 
topes and we will guarantee more. 
Programming challenges are a 


non starter, people will just not 
respond. Last issue we called for 
scrolling text messages using 
Scrolly Text Editor and so far have 
only had about half a dozen. If 
Atari users can 't respond to some¬ 
th] rig itraf needs simple English 
words there is no chance of re¬ 
sponding to complicated program¬ 
ming challenges , Thanks far the 
letter anyway, did anyone spot the 
salient point that all that critics 
and moaners seem to have totally 
missed? 


XF551 PROBLEMS 

You asked in the last issue if 
anyone else has had problems 
with the XF551 diskdrive. 1 
have! 

It is advertised as being able to 
format in double density and 
double sidled, yet the DOS 2.5 
supplied with it is not capable 
of this. Furthermore it will not 
format the reverse side of a disk 
at all. Would this be something 
to do with the timing hole of 
the disk? My old 1050 drive will 
format both sides of a disk pro¬ 
vided a notch is cut in the right 
place, 

Unless the XF551 is supplied 
from the outset with a DOS 
that justifies the advertising 
then surely the suppliers are li¬ 
able under the Trades Descrip¬ 
tion Act? 

L.G. Mitcham 
Solihull 

You are probably right about the 
Trades Description Act. There ure 
several reports in the States that 
DOS XE, written specifically for 
this drive, is now available but 
Still no news here, t he best DOS 
you tan gei at present is MY DOS 
which wifi use all the facilities of 
the XES51 and is now public do¬ 
main. We have had a copy on 
order from our contacts j'n the 
L.'.S.A. but it ha. 1 ; been a long time 
coming, As soon as we receive it 
we wifi add if to the library for the 
benefit of other users, if anyone 
has the latest version of MY DOS 
or DOS XE perhaps they could let 
us have a copy , 

MORE 

OVERLEAF 
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THOSE OLD 
ATARI USER 
LISTINGS 


Last issue we said we could 
not help out with old Atari 
User listings but we have 
heard from a couple of people 
who are willing to help. To 
begin with, Mike Parfitt pro¬ 
vided ail answer to the prob¬ 
lem raised by Simon bowyer 
concerning the 'Customised 
Default Screen' listing. Sever¬ 
al bits of data were missing 
and the line should read 
geo DATA 040, 8, 001, 135, 
040, 4, 001, 134, 006, 31, 
173, 43, 0, £01, 30, 176, 04, 
006, 16, 7 

Thai's the last correction we 
are going to print from Atari 
User but the following two 
folks are willing to help you 
out. 

Firstly |. t. Robinson of Lady 
Hall, Millom, Cumbria, LAIS 
5HK says that if anyone cares 
to send problem programs lo 
him he will try to affect a sort 
out- Mr Robinson prefers 
disks but cun work wilh cas¬ 
settes and asks that sufficient 
return postage is enclosed. No 
guarantees but he is willing 
to have a go. The other reader 
is I.D. Hughes of 34, Mase¬ 
field Road, PcnoTth, South 
Glamorgan, CL6 1SE who is 
prepared to make copies of 
all games and certain other 
programs that he has typed 
in. He will let you have a full 
list of all the games he has 
typed in from Atari User and 
other magazines upon receipt 
of a stamped addressed en¬ 
velope. He is willing to make 
copies of whatever games you 
need for a cost of £1 to cover 
postage, duplicating lists etc, 
plus a blank tape. 

Way back someone offered a 
similar service to this through 
the Contact column and fust 
kept all the money but I am 
sure, judging from his letter, 
that Mr Hughes is trustwor¬ 
thy and Mr Robinson has 
been known to us as a corres¬ 
pondent for many years. The 
fellow mentioned, one lames 
Stevens, ended up in prison! If 
you have any problems bear 
in mind thal these two folks 
could get inundated! Perhaps 
the parties on both sides 
would let us know how they 
get on' 


THE SURVEY 

WHAT DID IT ALL MEAN? 


We've finally finished entering ail the information from the survey back in issue 36 and would 
firstly like to thank all of the 445 readers who look the troubie to fill in the form and send 
us their views, often with lengthy additional comments and suggesf/onSr Several readers have 
asked us to publish the results of the survey so here's a summary' of the findings. 

We split the survey into twin serf inns, for XL/X E and ST, so that answers from one set of users 
didn't cloud the answers from the other. For instance, Turbo basic is not available on the ST 
so every ST owner who asked for less coverage would have distorted the actual response from 
those who are able to use it. Where appropriate we combined figures to get an overall view. 
First thing to emerge is that 32 % of our readers are 5T owners, of which about half also 
own 8 bit machines, and that's quite a high percentage■. Next lime arty ff-blf owner feels like 
writing lo complain about the ST coverage, perhaps they would stop and think. If we lose 32% 
of our sales and about half of the advertising that would not only ensure there was no ST 
coverage but also no magazine! l ikewise ST owners who ask us to drop the 8-bit should think 
about the 78% who form fhe backbone of the magazine. 

Of the 8-bit owners 71 % have disk drives and 25 % are cassette based ( some didn 't give this 
info as they' only answered to both ST and 8-bit), so there is obviously a good percentage who 
still need cassette based programs and articles. 

What about your preferences? There's not room to give all the details and there are many ways 
of interpreting things so well just take those that got ' majority' votes, We'll start first with 
XL/XE owners. These /oiks wanted MORE Type-in Utilities (62%), Serious Reviews (49%), 
Programming articles (55%), Tutorials (46 %J and Hardware Projects (41%, just a majority ). 
The most overwhelming votes came in the categories thal people wanted to stay the SAME and 
these were News (62%), letters (62%), Type-In Games |47%j, Short Demos (43%, just beating 
those who want more), Hardware Reviews (47%, again close). Adventure Column (44%), 
Games Reviews (55%), Turbo Basic (43%), Interviews (50%), First Steps (49%) and Contact 
(67%). 

There were no items that receive a majority vote for LESS but those that came close included 
Type-In Games (30%)* Adventure Column (30%) and Interviews (35%h 
tOver to the ST and the same categories. Mere we have MORE News (47%, tying with same), 
Type-In Utilities (46%), Type-In Demos (42%), Hardware Reviews (50%), Serious Reviews 
(61%), Programming Articles (61%), Tutorials (45%) and Hardware Projects (39%, fairly 
evenly split }. Those of you that wonted the 5A Aft were Letters (64%), Adventure Column (33%, 
another close onej, Games Reviews (48%), Turbo Basic (45%), Interviews (43%), First Steps 
(45%) and Contacr (60%), I here were more votes for LESS amongst ST users with a majority 
wanting LESS Type-In Games (45%) and high percentages for less Type-In Utilities, Type-In 
Demos, Adventure Column, Games Reviews, Hardware Projects, Turbo Basic and Interviews 
The votes on file ST were much more widely spread overall giving some idea of the difficulty 
of covering this machine. One interesting thing was that a majority want to keep the same 
coverage on Turbo basic and it's not available on fhe ST! What's more two people actually asked 
for more! 

Listings in the mag? Quite evenly split, with 52% wanting them in the magazine and 48% 
wanting them on disk. Almost all the cassette owners painted out that they would lose out if 
the listings were not in the magazine. Fair point. 

A Tpp Twenty.' Close again 55% saving NO and 42 % saying ITS (some didn't vote), so this 
is a close decision, do we or don't we? 

The votes about having more or less coverage of each machine were fairly predictably in favour 
of whatever machine the reader owned except for the lone ST owner who stated that there should 
be NO ST coverage,' What was more interesting was that 69% read both sections of the 
magazine, whichever machine they own, and fhe vote was exactly fhe same for both sets of users. 

The most overwhelming response was whether you want a regular column covering the Public 
Domain scene with over 90% of both XL/XE and ST owners wanting one . This is something 
we are quite keen an and we already have one possible writer lined up hat would welcome some 
other contributors. We would need one contributor covering 8-bit undone covering the AT. Lou 
have to be a good. Interesting writer and he able to write a column of about 800 words each 
issue. Send us a sample review ifyou want to have a go. Ike don't want professional journalists 
here, (you won't paid much!) but people who love their Atari and can write. We can supply 
lots of PD software for future columns ifyou become our regular PD writer. 

That's about if really except to note that the actual readership of the magazine came out 
at 169% of those that buy it Le. if we sell 20,000 then 33,800 read the magazine. If those 
ejtfra 1 3,800 would also buy a copy we could put in a load of ex trq pages to keep everyone happy! 
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HOW TO TYPE IN THE LISTINGS 
and get them right! 


OUR UNIQUE LINE BY LINE CHECKER 
WORKS ON ALL ATARI XL/XE 
and earlier 8 -bit machines 


The program listings. in NEW ATARI USV.k are prepared carefully to 
ensure that they can be typed In as easily as possible. Before typing 
any listings ensure that you arc familiar with the use of the Shift and 
CONTROL and INVERSE keys as outlined in your computer manual. 
The listings are prepared to match exactly what you see on screen. 
Every character that you may see in a listing is included in the chart 
below for cross reference. By using TYPO 3 you can ensure that you 
type in the programs EXACTLY as they are printed. Remember, a 
single typing mistake may mean a program will not run. 

WHAT ARE THOSE CODES? 

Each line of a program printed in NEW ATARI USER logins wilha 
special two letter code. THESE SHOULD NOT BE TYPED IN They ore 
used by the program TY'PO to check that you hove tyjjod each line 
correctly. IF YOU HAVE NOT ALREADY TYPED IN THE TYPO 3 LIST¬ 
ING PLEASE DO SO NOW, The program con be used as you type in 
each line of a program or to check an already typed program. The 
code for each line will match but if you have problems check the 
listing conventions below carefully, you are most probably typing a 
CONTROL character incorrectly, TYPO 3 cannot check whether a line 
hg% been missed so if you have problems in running a listing count 
the lines in the program and ensure none are missing, [f the TYPO 
codes mulch and the program still does not run, l 1ST it to cassette or 
disk using LIST "C: or LIST "0: filename", Switch off I be computer, 
re boot and then ENTER the program using ENTER ’C:" or ENTER 
"D:filename". Save thLs version in the normal way. 

HOW TO USE TYPO 3 

1. Type in the listing carefully for although you can use TYPG 3 to 
check itself (see 6 below) it may not work if you have made 
mistakes. 

2. SAVE, or CSAVE g copy of the program. 

3. Each time yon wont to type in a program listing RUN TYPO 3 first. 
The program will install a machine code routine in memory and 
then delete Itself. Now type in a line os shown in ihE* magn/ine 
ociutNng the first two tetter code ond press RETURN. 

4. A two letter code will appear at the top left of your screen. If this 
code matches the one in the magazine carry oh and type the next 
line. Note, the code will not match if you use abbreviations. If you 
prefer to use abbreviations LIST the line you have just typed, move 
the cursor to that line and press RETURN, The code should now 

m utch. 

5- Ef the code does not match, use the editing keys to correct the line 
ond pmss RETURN again. Repeat if necessary until the codes match. 

6. To check a line you have already typed 1 IS I the line, place the 
cursor on that line and press RF.fURN. 

7. When you have finished a listing just SAVE or CSAVE it in the 
normal way. 

You can type in a program without using TYPO 3 and then check it by 
SAVEing or CSAVEing a copy of the program, running TYTO 3 and 
then. i OAlling crCLOADing your program and proceeding as in step 
0 abnve. 

Always SAVE or CSAVE a program, before running if ami always use 
TYPO before telling us that a program will nol run. 


El 

Al¬ 

so 


EL 

5G 

MG 

CG 

YM 

VI 

MA 

HG 

QB 

RK 

RP 

TO 

KC 

ED 

OK 

KK 

ZR 

Lb 

JM 

TU 

TH 

HF 

PL 

TM 

AM 

KH 

HR 

GF 

LA 

TK 

SK 

CB 

KN 

FIB 

BC 

HQ 

Dfi 


m 


I fiFM 

? PE« * typo III by Alec B&nson * 

» June 1965 * 

3 REM * A proofreader for ANHIC and * 

* PAGE 6 based on TYPO II * 
published by ah tic Magazine * 

4 REM k»m»»»«wkhxkmxxM ifBM i tMm H tmoootxx 
LOG GRAPHICS 0 

110 FOR I-I536 TO 1791:RE At A!CK=CK+A: 
POKE I,A:NEXT I 

120 IF CKO30765 THEN 2 "Error in DATA 
statements - Chech Typi ng H : ehe> 

130 A=USRC1536> 

140 ? ,J TYP0 III is up and running": 
HEM 

100© DAT ft 104,160,0,135,26,3,201,69 
1010 DATA 240,8,200,200,260,192,36,208 
102O DATA £42,96,200,169.79,153,26,3 
1030 DATA 200,169,6,153.26,3,162,0 
1040 DATA 189,0,228,157,79,6,232,224 
1050 DATA 15,200 , 245,169,93 ,141,03,6 
1060 DATA 169,6.141,04,6,173,4,226 
1070 DATA 105,0,141,95,6,173,5,226 
I960 DATA 10 5,0,141,96, 6 ,16 9,0,162 
1090 DATA 3,149,203,202,16,251,96,0 
1100 DATA 0,0,0,6,0,8,6,0 
1110 DATA 0,8,0,0,0,0,32,94 
1120 DATA 6,6,72,201,155,240,55,230 
1130 DATA 203,133,209,13B,72 r 169,0,133 
1140 DATA 20S,162,0,10 P 36,206,6 r 209 
1150 DATA 144,7,24,101,203,144,2,230 
1160 DATA 296,202,200,239,133,207,£4,1 
65 

1170 DATA 204,101,207,133,204,165,265, 
1B1 

1180 DATA 208,133,205,165,206,105,0,13 
3 

1190 DATA 2 06,10 4,17 0,104,40, 96,138,72 
1200 DATA 152,72,162,6,134,207,134,200 
1210 DATA 160,24,6,204,36,205,38,206 
1220 DATA 38,207,38,208,56,165,207,233 
1230 DATA 164,176,165,208,233,2,144,4 
1240 DATA 134,207,133,288,136,208,227, 
152 

1258 DATA B,165,207,133,204,165,286,6 
1260 DATA 204,42,201,26,144,4,233,26 
1270 DATA 230,204,202,208,242,133,205, 
169 

1200 DATA 128,145,88,200,192,40,208,24 
9 

1290 DATA 165,204,105,160,160,3,145,68 
1380 DATA 165,205,24,105,161,200,145,0 
8 

1310 DATA 32,69,6,104,168,76,153,6 


Nwnnnl iwrw Wfi rjiv« r,e DwtffM luvf-rie 

Ulifl CunLrOl 


Normal rnu(r„.- (h.'i r n v«tic Cwir*l I a r*t 

Shift C.inln.l 


Hhirr I rv'u e rst Con fr.il hi ^rirs* 
ShMl I. '.r.. 


OlllU ■.u:lL. 


1 O ‘ B 

2 0 '* ffl 

3 0 U 2; 

4 a s y 

5 £J X H 

6 0 A K 

7 a b 

& m 0 a 

9 B C G 

e s 5 a 

< o 

> H 

a 0 A □ K I! 

h H B 0 I > 

c g c a j a 

d E & 0 H a 


e g E 

# 0 F 

<* cn g 

h a H 

i H I 

j W J 

h a k 

1 0 L 

■4 ET n 

n m m 

o □ o 

p ra p 

H El 0 

r H R 

s g S 

t O T 


a -i n 

0 / *A 

0 \ 

E A V 

o . r 

El k ^ 

a * l 

a ■ 4 

ji - ■ 

EJ _ ■ 

CD . 1 

0 + E 

m r n 

m - z 

0 + :: 

□ • n 


u ffl 11 

v S u 

» C N 

X □ H 

y n v 

2 B z 

- B _ 

= 5 I 

; n s 

+ B \ 

h- 2 A 

, n [ 

n i 

/ H 7 


m m m 

2 I I 

C£ T Tm 

E3 ” 

□ I fl 

S 1 II 

■ 

II 

B * O 

£1 

S 

B ♦ C 

a * a 

m 


■ INVERSE SPACE 


% 

ESC 

ESC 

t 

esc 

CTRL - 

4 

ESC 

CTRL = 

* 

ESC 

CTRL + 

9 

ESC 

CTRL * 

It 

ESC 

SHIFT CLEAR 

4 

ESC 

DELETE 

► 

ESC 

TAB 

□ 

ESC 

SHIFT DELETE 

□ 

ESC 

SHIFT INSERT 

Q 

ESC 

CTRL TAB 

0 

ESC 

SHIFT TAB 

g 

ESC 

CTRL 2 

u 

ESC 

CTRL DELETE 

c 

ESC 

CTRL INSERT 
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PROGRAMMING 


MACHINE CODE 
LIBRARY 


In the second article of this series 
Stephen Williamson provides routines 

for saving and loadlZIQ memory In th 0 last issue l demonstrated how to 

move and dear blocks of memory. This 
issue I will show you how lo save and load 
parts of memory to disk or cassette. The 
source code listings that make up the 
machine code library can he entered using 
most Atari assemblers such as the Atari 
Assembler Editor or MAC/65, 

To save and load data is fairly straightfor¬ 
ward in machine code as the Atari operat¬ 
ing system contains routines that take care 
of transferring data between the computer 
and peripherals. This system is known as 
the Central Input/Output system (CIO), A 
detailed description of QO would take up 
several articles, and is not necessary in 
order to use the machine code library sub¬ 
routines in your own applications, but a 
brief summary will help to understand 
how the routines work, 

HOW CIO WORKS 

CIO controls all the data transfer between 
a device and the computer. A device can 
be one of several types including disk 
drive, cassette, printer or RS232 device 
(such as the Atari 85-0 interface). Even the 
keyboard and screen are treated as de¬ 
vices. The line of communication between 
the computer and a device is known as a 
device channel 

Addresses S32 to 959 contain blocks of 
bytes that tell CIO what type of operations 
to perform as we]] as providing informa¬ 
tion concerning the status of devices. These 
□re called the Input Output Control Blocks 
(JQCB), There are 8 control blocks, so it 
follows that the maximum number of de¬ 
vice channels that can be open at any one 
time is 8, This is why the limit on how 
many disk drives can be used is 8 (i don't 
actually know anyone who uses 8 disk 
drives!). For most applications 8 device 
channels a re'sufficient, 
in BASIC, If you use a command such as 
OPEN #l,4,0, H DtflLE h or OPEN #2 t 8 r 0,'&" 
you are accessing CIO, but BASIC lakes 
care of storing information in the control 
blocks. In machine code we must give 








lit ; 

►tlCHIhlE CODE t.TBAAftftV 


16 J MACHIHE COLE LHHftKAV 



20 ; 

hV Stlthrn Hi 1 1 Unidft 


28 ;tey StTphfN HilliiHfon 



10 : 

for PAGE 674TABI USE* 


30 ‘for PACE 6 










SO ;hM SAVE HE MOW V Oi.OCK 


14 ;82.2 LOOP MEMORY OlGCK 



60 ; 

TO &1H 


64 JFB0H 115* 



BO 

■- 20000 


9® 

ft- 2*180 



70 

■ 0J»I OBJ 


TO 

.OPT OBJ 



llflh 

no - 50*54 


• ill 

CIO = 56*54 



OU.O 

C0HHAK8 i 634 


8111 

COMMAND £ 034 



fllZV 

Dkllf LH - 436 


8128 

DurrlK = 03 b 



0 130 

B LfcfFLEW - 640 


6131 

PUFFLflt - 04* 



0140 

tux = 043 


6148 

AUK - 843 



0 1 50 

165* - 043 


*158 

TASK = 442 



01*0 

Stair = 48600 


816* 

STAHT - 4*868 



0 1 7ft 

LENGTH - #60 


*178 

i 



01 to 

i 


6101 

: . . 



«i?e 

: - 


81.0* 

10 PLH DLVICt CHANNEL 



0 2 6 0 

;OPEN DEVICE CHANNEL 


6206 

. .. ■ 



0110 



*21* 

LDN Hlb 



0220 

LDH 016 


671* 

LOB NS 3-Dprn chinnf! 



<12 3 0 

LOA tt3 3:0pi>n c K an no I 


02 3* 

STB COMMAND .. X 



0240 

316 CUMHAH 0 . K 


424* 

LO A 64 ^ tap ad 



0 2 50 

LOA ti l fl--Hra.tr 


025* 

STB TA5K,H 



8 2 60 

STB TASK,* 


42 6 P 

L O A U« 



0 2 78 

LOA BB 


02 7* 

STB AIIH.W 



0260 

STB 011 Hj K 


6200 

LOB HN B Hfc S 2 5 5 



8 2 70 

IDS HNAHE 6 Z 5 5 


827# 

STB 611F F F * . H 



AJOO 

STA eUFFEB.X 


8108 

LOB HHBW/256 



Olio 

*06 UNA«F775ft 


»Il« 

ST* (turiEflUrN 



0120 

’jTft BUPltRU ,N 


*3 2* 

45* CIO 



0*30 

151 CIS 


8338 

j 



6346 

J 


634* 

J 



6*56 

r v 


03#* 

■ L uit& Ob IB 



6 3 61 

1 SAVE OITA 


• 36* 




a 1 76 

- » ■ i " '■ —— - 


03 78 

LON Hit 



130* 

IDk H16 


43*4 

Lift HSTARTft?55 



6 3 9* 

U.BA trVTilR! A255 


03T8 

STB BUPT FH , X 



0460 

itft 0 UT F E R > K 


8408 

LDA RSTART7 258 



4414 

(.PA WSTAPT7236 


9418 

STA BUFFfAFl.K 



0*20 

VIA atlPFCA**,* 


*428 

LOA BISS 



0*10 

LDA L TH&2SS 


•430 

STA 0UFFLEN,H 



04 4 0 

STA RUFFLE*.K 


64 *8 

LDA IB2S5 



04 5 0 

LDA LENti TH72 56 


0456 

STA nuTfLtmi x 



«4f9 

ST ft OUFFLEO*!.H 


4464 

LP A »* 



04 70 

Lift S6 


0*78 

STA CftftHBKft , H 



04 6 0 

si A COHHANO.X 


44*8 

JSA CIO 



0*50 

JSU CIO 


•486 

; 



06*0 

; 


*588 




as lo 



053 0 

SCLOSE CHANNEL 



06 2 0 

} CLOSE C M ft lift t L 


687* 




Ohio 



0536 

IPX ttl6 



454# 

LDX U16 


*84* 

LDA B12 12:ClDir 



*550 

1. PA R17 12 :CIO*F 


0556 

STA COMMAND.4 



08 bO 

SIA CUHHA1D,X 


6566 

J5 A CIO 



15 78 

■J 3ft CIO 


0574 

AT b 



1560 

HIS 


6 5*8 

HAW -*YTC "0 JSCUCFN-OrtT' 1 



855* 

HAW .BVTE "D;SCfltEN.&flT" 


857* 

BYTE O . A . O , ■ 1 0,0,0 .. C , B , o 



0604 

,4VlE 1.0.A,1.0.8.0,4.8.1 







.i . .> 

Listing 2 

Listing 1 

- Loading the screen back again 

- Saving a Graphics 0 screen to disk 
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10CB more information. Each in put/out¬ 
put block consists of 16 bytes. The first 
block {632-847) Is known as block 0 and is 
normally used for the screen editor (E:). 
IOCB 6 is automatically assigned to the 
screen (S') on graphic screens other than 
mode zero. This is why, when printing to a 
graphics 1 or 2 screen, the PRINT #6 state¬ 
ment is used in BASIC to display large text 
onto the screen display. Whenever you use 
the BASIC command LPRINT, IOCB 7 is 
automatically allocated to the printer by 
the operating system, 

When using the disk drive or cassette it is 
best to use only blocks 1 to 5, in order to 
avoid any conflict. In most cases you will 
only need to use one device at a time - so l 
tend to stick to block 1 (84 8 - 863) . 

SAVING MEMORY 

Listing 1 is a routine to save a block of 
memory' to a disk file. Although there are 
16 bytes in each IOCB, life Is made simpler 
by the fact that we need only use 5 of 
them to perform the save operation. For 
reference Table 1 contains a list of what 
each of the 16 bytes in a control block is 
used for. 

The first part of listing 1 (lines 220 to 
330) opens a device channel from the 
computer to the disk drive. This is equiva¬ 
lent to the BASIC statement OPEN 
81,&,G,"DiFILE h , To do this in machine code 
we need to store various values in IOCB to 
tell CIO what type of operation we wish to 
perform. 

Firstly the X register is loaded with 16 
(lines 230 and 240). The CIO system uses 
the value held in the X register to decide 
which channel ta operate on. fn the BASIC 
statement #1 is used to designate the 
block, but in machine code the X register 
must be loaded with either 0 (for block 
zero) or a multiple of 16 to fix the start of 
the IOCB, A value of 16 instructs CIO to 
use channel 1. If X was 32 then we would 
be dealing with IOCB 2. Jf X was 48 then 
this would be IOCB 3 and so on. Each 
value is stored in IOCB by indexing with X 
so that all operations will take place in 
block 1 (848 to 863), 

A value of 3 is stored in the COMMAND 
byte (lines 23Q-24Q) to instruct CIO to per¬ 
form an open channel operation. Next, 8 
is stored in the TASK byte to denote that 
the file to be opened is a write only file. 
Zero 15 stored in the AUX byte. This is 
equivalent ta the 0 in the BASIC statement 
OPEN *l r 8 r 0 'D: FI LET 

The address of the file name is then stored 
in the BUFFER bytes in Lo-byte/HLByte 
order. This file name (see line 590), has 
been called D:5CREEN,DAT. Note that, 
although ASCII characters are used in the 
file name, it is not stored in ASCII form, In 
the case of the MAC65 cartridge the .BYTE 









1* jMACHINE CUBE LIBRARAY 


10 ;MACMINE COPE LlftRAAAV 



2* JbV Hi 1 li Jimin 


2* i tv iteehen HI i li p** 



IB 1 fur PAGE f, 


30 SfflT’ PACE 0 

ll - --------- 










OB mi, 3 SAVE MEMORY BLUCK 


5* mi- 4 LOAD KE.HUAY CLOCK 



6* l 

KJ CASSETTE 


ft ft rfROM CASSETTE 

. . _ . .... . ......- 



? 0 j 

Aft 

»- 28SBB 


*0 

M= 2 84SO 


Tl 

-OPT 00J 


*8 

.OPT OBJ 



>180 

CIO = 58454 


• lee 

CIB = 58454 



B 1 10 

GONHRMft - 834 


•lift 

COMMAHO = 634 



ft 120 

BUFF F R " Rift 


DU* 

BUFFER a Bit 



BJ.39 

•UFELEN = 84ft 


DUB 

AtirrLEN - 848 



ft 14ft 

dun IT 843 


024* 

AUK = 843 



• 13ft 

TASK - 04 Z 


01*0 

TAftK - B4Z 



H1O0 

START = 40400 


• 10 ft 

AtVICE = 833 



• 17ft 

LENGTH = 3«B 


• 17* 

START = 4*000 



8100 

i 


BIBB 

LEHGIH - JtB 



0130 

1- ---" 


0188 

1 



1200 

jOPtH DEVICE CHANNEL, 


02ft* 

i --- 



fl21« 

:-- 


0Z10 

;OPtK DEVICE CHANNEL 



•124 

LON Sift 


•220 

ft------- 



• lift 

LftA M3 a-Gp*n channel 


0230 

LftH HI* 



*240 

ST ft COMMAND.K 


ft 2 4 E 

lda nl i-upen thinnel 



• 250 

LPA as 0-Hrtt* 


8250 

STA COMMAND ,H 



• 264 

St A TASK,* 


02*0 

LftA H4 4ARA04 



a s 7ft 

LftA UNA ME * 2 55 


0270 

STA TASK,H 



4244 

lift BUTF EH,H 


ft 2 B ft 

LftA HNAMlfiZftb 



B204 

LPA NN A ME '■'25 b 


4230 

STA HUFFER/H 



OJ-D0 

ST A BUFFER* % N 

BIBB 

LftA HNAmVZftft 



•Tift 

JSfl Gift 

0310 

STA BUFFER+l.K 



•a zb 

j 

OSZft 

JS* ClD 



*334 

2---— 

8330 

; 



ft 1*0 

jSAVE DATA 

0340 




*354 

,- 

• 350 

;LLIfiD C AT M 



03ft 0 

LD* 0|0 


8300 

; - 



•3 7 9 

LPA mARTA2S3 


D 3 70 

LftH P10 



ft34* 

STA BUFFER,H 


0308 

laa aa 



O3S0 

LPA HSTbPI/Zftb 


§300 

sta buffer,* 



*441 

ST A BUFFI*+ 1,K 


4480 

LOR BT 



• 4111 

LDA flLlHGtHlZBS 


B4 IB 

STA BUT F LW• 1 , H 



•4 24 

ST* 8UFFLEN ., K 


4428 

LAA H255 



*4*0 

LftA HI f ir.TH/ ISfi 


*434 

STA SUFFLEH,H 



•44 a 

Si ft OilFTLEW* i . X 


•440 

LDA »255 



•450 

LftA H8 


04ft B 

STA ftUFFL 



04ft B 

ST* COMMAND.N 


*400 

LDA H4 



*4 

ldA aim 


847* 

STo COMMAND,H 



*484 

ST A AUH.K 


04 B D 

LDA fllZB 



• 4*0 

St A 0Z 


•458 

STA AUK.K 



4504 

JSS CIO 


03 BE 

STA ft? 



0010 

; 


8518 

LftA HI 



•52ft 

1 > —■ 1 "■ 


0570 

STA DFVJTCi 



• 534 

;CL ftSE CHANNEL 


8510 

JSA CIO 



ft 544 

<• 


0540 

l 



*054 

1 *H HI ft 


0ft SO 




•56* 

LDA U1Z 13-tliiie 


8560 

: CLOSE CHANMEL 



• 57ft 

STA COWHAND.N 


lift 70 

-. 



0ft B ft 

JSB CIO 


•son 

LftH H*ft 



*55ft 

RTS 


SETS 

LDA BlZ lliCloIf 



*«4 0 

NAME -BYTE "C;V 


0680 

STA COMMANft.H 



ft* 1 H 

.BYTE ft,0,0,*,e.t,e,a r O,ft 


0 010 

J S N CIO 






8620 

RTS 






• 530 

NAME -OYTE "G !■** 






064O 

. 0 V T E O , H, 0 r D , ft . D , O , D. ft r 0 


listings 2 and 3 - Saving and loading with cassette 



Overleaf - tables 1 and 2 and the 
listings in BASIC 


directive and not the .SBYTE directive is 
used. 

The access point for CIO is at location 
58454. The instruction ISR CIO at line 330 
sends control to the CIO routines which 
take care of the rest of the OPEN routine. 
The information that was placed in the 
IOCB block tells CIO whut operations we 
required and the value in the X register 
(16) tells the system which IOCB to use, 
Operations like starting and stopping the 
disk drive motor, finding a clear sector to 
begin the file on etc. are all taken care of 
by CIO, By including Dr as part of the 
filename CIO knows that channel 1 is a 
disk drive device channel. When the CIO 
operation is complete, control then posses 
back to the program. The next operation is 
the transfer of data from RAM to the disk 
file. 


The X register is again loaded with 16 
(lines 380 to 390) and the storting location 
of the data ta be transferred is loaded to 
the BUFFER in Lo-byte/Hi-Ryte order, The 
routine has designated a value of 40000 
for START. This is the start of the screen 
RAM when in text mode 0. The length of 
the memory block to be saved is 960 (a 
text 0 screen is 960 bytes long), see line 
170, 

A value of 8 for a write operation is next 
stored in the COMMAND byte and, as in 
the open routine, control then passes to 
the CIO system which writes the data to 
the previously opened file. The value of 
BUFFLEN is decreased by 1 after each byte 
has been written to the file and when it 
reaches zero the program exits from CIO. 
Wc do not need to bother about such 
things as adding to the disk directory or 
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switching off the disk drive motor when 
CIO is finished - the CIO routines takes 
care of all this. Finally the device channel 
[lines 540 to 580) must be dosed by stor¬ 
ing a value of 12 in the COMMAND byte 
(12=dase). It is important to dose the de¬ 
vice channel. If you try to open a channel 
that is already open then an error will 
result. 

Listing 1 saves whatever is written on a 
text 0 screen to a disk file, but can be 
adapted to save any block of memory. To 
customise the listing alter the values of 
START and LENGTH (lines 160 and 170) or 
the filename at line 550. 

LOADING MEMORY 

Listing 2 is used to load the file into 
memory. The open device channel routine 
(lines 210-320) are identical to Listing 1 
apart from using a value of 4 (=read) 
instead of S (=write). 

To load the data, the starting address of 
where the data is to be loaded is stored in 
the BUFFER bytes of IOCB (lines 380-410). 
This does not have to he the same location 
from where the original data was saved. 

By storing a value of 255 in both BUFFER 
bytes (lines 440 to 47Q]> a maximum re¬ 
cord length of 65536 (256*256) is set. The 
exact length of the data file could be speci¬ 
fied or a smaller value could be used so 
that only part of the data is loaded but by 
setting a maximum length the CIO system 
loads the file until it reaches an end-of'-flle 
marker on the record. This marker was 
automatically added to the file by the CIO 
system when saving. 

Line 46 tells CIO to perform a load 
routine and as in listing 1 the flAal section 
(fines 540 to 590) close the device channel 

ROUTINES FOR CASSETTE 

Listings 3 and 4 are similar to the first two 
routines, but for cassette. The filename 
used is "G"(Listing 3 Line 600). When the 
CIO finds this us a file name the two beeps 
are automatically sounded by the CIO sys¬ 
tem to prompt the user to press PLAY and 
RECORD on the cassette player. The data 
is recorded to cassette in bursts or blocks of 
128 bytes each. In order to make the gap 
between each burst short, a value of 128 
must be stored at the AUX bytes in IOCB 
and also in location 62 (see lines 470 to 
490). This reduces the length of time taken 
to save a record. 

ERROR TRAPPING 

The source code listings will work correctly 
providing your equipment is OK. But what 
happens if there is a fault? Maybe the disk 
drive is not switched on, the disk may be 
write protected, or the disk may be full In 
BASIC whenever such things happen an 
error number between 128 and 173 is re¬ 
turned. In the routines as they stand any 
error will result in the program ending 
without the save or load operation being 
performed. 
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BYTE 

NAME 

USE 

0 

INDEX 

Index to the device name tor currently open file. 

Usually not used 

1 

DEVICE 

Device number e.g 1 for disk, 1 or 2 lor disk 2. This is 
set by the operating system 

2 

COMMAND 

Designates the type of operation. Values that tan be 
used here are shown in Table 2 

3 

STATUS 

Stores status of device. A value found here is equiva¬ 
lent to BASIC error numbers 120 to 173 

4/5 

BUFFER 

two bytes that store the address of the file name or 
the address where the data is to be transferred to 
bytes 6,7 

6.7 

PUT BUFFER 

stores address of routine to put one byte. Not used 
by the Operating system except in BASIC 

8/9 

BUFFLEN 

Sets maximum number of bytes to save or load. This 
address decreases by 1 each lime a read or write 
operation is performed, so BUFFLEN can be used to 
check on how many bytes have been transferred 

10 

TASK 

Used to specify type of file. Values stored here in¬ 
clude 4=Read, SsWrlte, 6=Read disk directory, 

9?append to old disk fife, 12=read and write 

11 

AUX 

The value held here depends on which device is 
being used 

12,13 

AUX3/4 

Stores current disk sector number when using BASIC 
command NOTE and POINT 

14 

AUX 5 

Stores current within a sector when using NOTE and 

POINT 

16 

AUX 6 

Spare auxiliary byte 


TABLE 1 - BYTES USED IN EACH CONTROL BLOCK 

MACHINE CODE 


An error trapping routine would be useful 
By examining the STATUS byte (byte 3) of 
the IOCB, we can find the type of error 
that has occurred. The number found 
there will be the equivalent of the BASIC 
program error number (see the Atari own¬ 
ers manual for a list of error types). Errors 
can occur at more than one point. After 
trying to open a write-only file errors such 
as write protected disk or device timeouts 
may occur. When attempting to save the 
data the disk may be fall, or the device 
may become disconnected. When loading 
data, especially from tape, errors occur 
when the expected number of bytes in a 
block does not reach the computer due to 
tape error, dirty heads etc. 

A typical error trapping routine is 

LDA STATUS.X 

"CMP #0 

BNP ERROR 

which is written after an open operation 
and after a save or load attempt. 

In this example, whenever an error 
occurs, an ERROR routine would display 
an error message on the screen. 1 have not 
included error trapping routines in the list¬ 


ings as it is impossible to provide a routine 
to suit all applications. The type of routine 
needed depends on many factors - what 
type of error message is needed? What 
graphic screen is the message to be dis¬ 
played on? What message do you wish to 
display? 

THE ROUTINES IN BASIC 

Listings 5 and 6 save and load memory 
blocks from BASIC. When using the CIO 
from BASIC, a full implementation of list¬ 
ings 1 to 4 is not necessary' as the machine 
code routines would not save any signifi¬ 
cant memory or work much faster. 

The only machine code that is needed is a 
short routine to access the CIO. The data 
for this is found in line 270 of listing 5. In 
assembly language this readsi 

PLA 

LDX #16 
JSR 5S454 CCIO) 

RTS 

If using a channel other than 1 then alter 
the value of 16 to another multiple of 16 
in line 270 (or line 230 in listing 6), 


























»k ± hem ^wh h hhhmhhmhhhmhhbmhwwhhhhhhh i 

ZD 2 HEM it MACHINE CODE LIfiRflflV 2 ft 
HR 3 BEK * (LOAD ME MOBY BLOCKS * 

ZC 4 REM * fay * 

00 5 OEM * Steve Kit Hanson * 

Jfi 0 REM * -—-*------ft 

«L 7 REM * PAGE 6 MAGAZTNF - ENGLAND * 

OR 0 REH W My W W MM -W W W KJt W H HKWWWMU M H NMM M W M 

HO 3 REM 

HF 40 GRAPHICS OsSETCOLDR 2 * 0 , ft i SETCOLOR 
4.4,4 

RR SO GOSUft 18R 

AC 60 OPEN til ,4,0 , H+ 0 : SCREEN . Oft T” 

AZ 70 REM CASSETTE USERS TYPEi - 80 OPER H 
1,4,#,“C;*«:POKE 05S,12ft:P8KE 82,120 
AU SO ST ART-40088 
JY 50 HISTART-JHT£SIARr725&J 
DR 100 LOSTART-START HI‘5TAH I*256 
OM 110 POKE BUFFER,LOSTART 
H(i 120 POKE BUFFER* 1 . HI S TART 
AC 13ft POKE 0UFLEN,2SS;POKE B41FLEN + 1,250 
IF ±40 POKE CHD,4 

LE ISO A-USR £AP«t(MG$}J : CLOSE Ml 
QG ±80 GOTO 160 
AQ 170 REM L0AO MEMORY BLOCK 
VP ISO BUFFER^SS2:BUFLEM=0S6 
TO ISO AUK=B?»;TASK=0SO;CM4>=050 
C 5 200 DIM MC $ E103 

F2 210 FOR 1-1 TO 7 3 READ A : Ht-S IT , It ~CHR$ f 
fl]' 

MM 270 NEXT IlRETURN 

KO 230 OATA 104,162 , I 5 ,, 76,86,22 S, 46 


LIBRARY 


In listing 5, the save routine, the open 
channel routine is found at line 70, Casset¬ 
te users replace this line with the state¬ 
ment after the REM command in line 80 
(in listing 6 this is at line 70). Values arc 
stored; in IOCB using POKE commands. 
Because we are using channel 1 the re¬ 
levant IOCB block is 848 to 863. Each 
appropriate byte in the input/output block 
is allocated to a variable to make the 
program easier to follow. Lines 60 to 270 
contain standard routines for saving a 
block of data. To customise the routine all 
you need to do is alter the value of START 
(line 90) and LENGTH (line 140) to eq ual 
the START of the memory area to be saved 
and the number of bytes to be stored. 

As an example of how the save routines 
can he used, lines 2SO to 340 is a sub¬ 
routine for putting text onto the screen. 
Text can be placed anywhere (using the 
cursor keys) or graphic symbols (using 
CONTRQL/key) can also be displayed. 

Press RETURN to save the contents of the 
screen to cassette file or disk. 

Listing 6 is used to loud a file. Alter line 
80 to change the area of RAM to transfer 
the data to. 


UK 

—--—-----—---- 




ZD 

Z REM » MACHINE CODE LIBRARY 2 ft 


GI 

3 REM ft (SAVE MEMORY BLOCK! ft 


ZC 

4 HEM • fcy ft 


a v 

S HEM ft stevp Hi 11 £ ftMsan * 


J A 

6 REM » ----- m 


RL 

7 REM ft PAGE 6 MAGAZINE - ENGLAND ft 


OR 

a r 





HQ 

5 REM 


S8 

50 

GOSUB 280 


P0 

60 

GOSUft ZZft 


BZ 

7® 

OPEN tti.8,ft,”D;SCREEN.DAT" 


tM 

0ft 

REM CASSETTE USERS TYPEJ- 7ft OPEN 

tt 


1,8 

,«,'’C;’»IP4)KE fiSftplZBjPOKE 62,12ft 


DM 

50 

START-400ftft 


MY 

10ft 

HISTART=INT 4START7Z56) 


QT 

110 

LQ3TART=START-HISTART*2SB 


OJ. 

120 

POKE BUFFER *10START 


HI 

130 

POKE BUFFER+1,HISTART 


BH 

140 

LEN8TH=56e 


ON 

150 

HTLENGTM-INTtLENCTH775G1 


it 

168 

LOLEHGTH-L LNGT H H ELENG TH*2St 


HI 

170 

POKE BUFFLEft,LOLEHGTHtPOKE ftUFFLEH 


+ 1, 

HILENGTH 


KR 

100 

POKE C HD,ft 


1« 

l?ft 

A“LIStt Cft&H CMCSl J : CLOSE B± 


L R 

200 

GOTO 20ft 


CP 

210 

REM SAVE MEMORY BLOCK 


LK 

270 

BUFFER-882 E 0UFFLEH-8S6 


HQ 

230 

AUK=055lTASK-BS S :C NO“850 


DA 

240 

DIM MLS tlOJ 


GH 

25ft 

FOR 1 = 1 TO 7!READ A:MCS(I *IJ= CHRSt 


a) 



MU 

260 

NEKT 1t RETURN 


KV 

27ft 

DATA 104,162,16*76,86,228,86 


■TP 

Zflft 

GRAPHICS ft;SE T Color 2 , 0 ,* 


00 

256 

7 "ENTER TEXT, PRESS RETURN WHFft 

F 


INI5HED"' 


PC 

300 

OPEN 81,4 h (!, "K | M 


AE 

310 

GET HI,A 1 GRAPHICS ft3 SE T COLOR 2,ft, 

ft 


E SET COLOR 4,0,4 


YQ 

320 

POKE 02,ft 1 POSITION 0.0E7 CHRS(A) ; 


UD 

330 

GET HI,A:If A3155 THEN CLOSE HI;RE 


TURN 


PR 

340 

? CHR $ CA> iiGOTO 330 



Listings 5 and! 6 - routines in BASIC 
Left - Loading from disk or cassette 

Above - Saving to disk or cassette 


POSSIBLE USES 

There are many uses for these routines 
both in machine code and BASIC Graphic 
screens can be saved in drawing programs. 
In BASIC adventure games a save game 
feature can be incorporated by storing all 
the variables and their values. In arcade 
games different screens can be saved and 
loaded. The routines demonstrate how to 
work with the CIO system. Other devices 
such as the printer or keyboard can be 
controlled by similar routines. 

Next issue we'll take q look at Player Missile 
Graphics in machine code. See you then, _ 


3 

Open channel 

5 

Get text record 

7 

Get binary record 

11 

Put binary record 

12 

Close channel 

13 

Channel status 

32 

Rename disk file 

33 

Delete disk file 

35 

Lock disk file 

36 

Unlock disk file 

37 

Point 

38 

Note 

254" 

Format disk 

17 

Draw Line 

18 

Fill area 


TABLE 2 - POSSIBLE VALUES FOR 
BYTE 2 IN CIO BLOCK 
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Hi f I'm the Tipster , here to help you out with all those 
little problems you have wifft Atari software,like when 
you get stuck1 Although I'll throw in a few hints and tips 
of my own, this column is reaffy yours and wiJJ be pqcfceti 
with a/J YOUR original tips, hints, cheats, tricks, maps 
and playing guides for Atari specific entertainment soft¬ 
warecovering arcade, adventure, strategy , music, simu¬ 
lations and 1 wargames. It's a two-way affair so if you 
need help let us know and we'll do oar utmost to provide 
the answers or put out an * 0 17-gamers buffetin' right 


Most of the cries for help received over the post couple of months 
have been far CLOAK OF DEATH which many of you hove tried 
a$ your first taste of Atari adventuring SO our first set of hints 
and a mop -comes from Brian Sweeney of Preston, Let's hope this 
little lot will get you a bit further on. You f ve even got a map 
so you can't get lost but if there are Still some of you wandering 
around we'll try and publish □ full solution to this oldie, later 
on in this column. 


here! 

If you have any information that wifi assist other Atari 
folk , and you wish to see your name in print, then send it 
on in! We'll be giving special awards to the best contri¬ 
butions received and published and they won t be the 
usual computer fodder, all sorts of weird and wonder hi i 
things will be on offer! Well, thaf's enough intro , Jet's 
get on with helping a few of you out. 



CL05VK 0‘J ‘PEWTH 

To pass the Rati Carry knife 

To go upstairs: Carry the Bible 

To open the Chest: Kick Chest (reveal a key) 

To make Cross: Get Hammer. Remove nails from hatch. Get 
wire, anti saw Go to the Workshop and Cut Bar, This is the only 
location where you can make the cross! 

To find! the Secret Passageway: Go to the Library and Look 

Shelves then Pull Book 

To open the Hutch: Use the Hammer 

To find the Silver Goblet: Go to the Cellar and get Iron. Go to 
the Guest Bedroom. Pull Cord, Drop Iron. Go to the Master 
Bedroom then go to the Annexe 

To open the safe: Type in 13-27 - no spaces or comma's! The 
safe numbers are found in the Study (Letter 1-3), Pool Room 
(Pool Bag 7) and the Haunted Bed (Painting - 2) 

To pass the Dog: Drop the Rag, Drop the Coal then Light the 

Goal 

To get the Holy Wafer: Go to the Kitchen. Be sure you are 
carrying Cross and Goblet, Look in the Sink. Get the Water (Holy 
Water) 

To keep the Cellar Door open: Drop the Chest, Kick the Chest 
(reveal key), Open Door (door will now stay open!) 

To get into the Haunted 

■-- " " Bedroom: You must have 

the Bible, Silver Goblet 


p 

r 


t^-r 

ivtfViiLjS 

e * 



(with Holy Water) and the 
Crass 

To kill the Cloak In the 
Haunted Bedroom: Carry 
the above items and type 
f EXORCISE CLOAK' 


Red Herrings are half- 
eaten loaf of bread. 
Grandfather clock. Bottle 
of Wine, Sewing Room and 
Dressing Room. 
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Another oldie from the now defunct (as far as Atari goes) 

English Software is MEDIATOR but James Boardman of Stafford 
has been playing it recently and offers the fallowing hints, You 11 
need to refer to diagram 1. Are you having trouble killing the 
robots? Well, after getting the hammer do the fallowing 

*. 

Robot First Second 
Note Note 
Grey 4 2 

Yellow 2 5 

Pink 5 4 

Purple 4 3 

Blue 2 3 

Green 3 5 


Play the notes in sequence! 

On the fourth screen, push coals into the pool to evaporate the 
water, then head for the hidden door. 



Anyone do a lot of flying with FLIGHT SIMULATOR 2? 
Christopher Smith of Welling, Kent reckons he's an ace pilot and 
suggests some fun things to do and has come up with □ couple of 
good tips for this issue, 

Have you ever wondered how they got the screen shot on the FS2 
box - the Piper Cherokee in the World War 1 setting? Christopher 
says iris easy, and you can do it tool With accumulated technical 
know-how (he loaded the WW1 game and checked the options 
menu?) he discovered the co-ordinates. Load FS2 as normal and 
go to the parameter option screen and then enter the following: 

North position 17404 

East Position 7434 

Altitude 410 

Now return to the simulator and you will be in the 1917 
scenario in the Piper, NOT the fighter, and nothing will attack 
you! You can't bomb either but at least you can fly longer!! 
Another thing to try is select New York (La Guardia) and fly to 
Manhattan Bridge. Those with suicidal tendencies might try 
flying under the bridge.. Great fun, until you crash! Cowards can 
land by the bridge (on the grass side) r line up with it and taxi 
over onto Manhattan island. Remember, turn left at the lights 
and visit Harry's Burger Bar! 


LAS VEGAS CASINO 
(Zeppelin Gaines) 

A great cheat from Christopher Smith 

Bemused by Blackjack? baffled by Baccarat? Rat tied 
by Rou fate? Having difficulty with Craps? Be confused 
no more! You can break the Bank in about three tye$ r 
THREE!!} goes’ due to a bug in the Roulette game! 

To be a bom winner select the odds at evens, put 
a chip an the EVEN numbers to win and bet ALL your 
money. Then, still on evens odds, place the remaining 
chips on the other squares in the evens category. You 
will not be able to bet any money but move the 
joystick as if making a bet. You should hear a tone 
in response to the joystick movement. When you have 
finished, spin the wheel. You can't lose! When the ball 
lands , (be winning chips will flash and \this is (be 
good hit!} you will win the equivalent as if you had 
placed all your money on those chips as well Do ibis 
a couple of more times and you wilt have broken (be 
Bunk! RHy this doesn't work in real life!' 


NINJA 


Ben Oswald from Rathbury, Northumberland fancies himself In 
the martial arts and has mapped out NINJA. Now it's easy to 
play, just 

go around the Palace and collect all 6 Idols, then you will be 
able to enter Akuma Chamber, Kill all of the men inside and 
collect the Idol, Go back to the start- The map will help you find 
your way around the Palace. Good luck! 



Thafis all the hints we've got time for this time around but let's 
finish up this issue with a couple of pleas for help from fellow 
Atari a ns who are stuck fast. Simon Ashley from Redcar wants 
some help with DR AC ONUS, How do you kill the Tyrant Beast 
and how do you you get the spells? Also how do you get the 
Necromancer's Staff? 

lames Boardman needs some help,on DARK CRYSTAL, espe- 
daily the location of Aughra the Mystic and he also needs any 
help at all with OPERA HOUSE. 

This is where YOU come in. Your answers to the above and 
hints ond tips on all sorts of Atari games may be featured in the 
next issue so send them in. Individual addresses and telephone 
numbers will NOT be published unless specifically requested! 

This issue's mystery prize (a mystery because we haven't 
quite decided yet what it's going to be!) goes to Brian 
Sweeney because his map of Cloak of Death has helped 
dozens of folks who have written in for help. On offer 
next time are TWO TICKETS for AETOJV TOWERS, 
worth nearly £20, so you can rectify reduce yourself to a 
quivering wreck on the Black Hole instead of just play¬ 
ing those computer games where you're only pretending! 
Drop THE TIPSTER a line tit AJEW ATARI USER, P.0, 
Box 54, Stafford l, ST16 I DR emei help you felfow Ata¬ 
ri tins out f who knows you may well find the answers fo 
your problems next time! Get those maps and hints 
coming in! • 
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LONDON ALTERNATIVE MICRO SHOW 


IS THIS THE WAY AHEAD? 


Colin Hunt paid a visit to a very different show 
and came away impressed with the whole thing 


1 have been attending com¬ 
puter shows, be it major 
events like PCW or local 
fay res, for about six years, 
an both sides of the fence - 
as an exhibitor and visitor. 
For the first time, in nearly 
□s many years, l J ve come 
away from a show with a 
real buzz of excitement- So, 
why was the London Alter¬ 
native Micro Show (LAMS) 
better than PCW and most 
of the Atari User Shows? 
There is no simple answer to 
this but hopefully this show 
review will portray the 



atmosphere and excitement the show produced and show Atari 
S bit users that their micro is far from dead, 

LAMS was held at the New Horticultural Halts in London. The 
show, which was not fully advertised, aims to support those 
micros that no longer grace the support of their originu! sup¬ 
pliers or are no longer J large' enough to merit shows of their 
own. For the first time the Atari 8 bit has been deemed to fall 
within these criterion, though in the opinion of many users this 
has been the case for several years. Relonging to a user group 
that has grown up though the birth ofthe Si without losing its 
8 bit heritage there was no way we would not be there, so on 
April 1st we dutifully turned up and with 40 other groups and 
retailers waited for the doors to open. 

During Lhe seven hours the show was open about 2,000 people, 
from all walks of life, wandered around the hall talking to the 
exhibitors behind their 12ft trellis tables. No fancy hyped up 
displays here, just dedicated users of micros. 

The exhibitors of major interest were of course those who were 
supporting the Atari 8 bit. These included Callisto Computers, 
Capri Marketing, Computerhouse. Frontier Software and the 
Bournemouth and Foote Atari User Group. Computerhouse were 
selling u large range of 8 bit software which they have recently 
imported from the USA and there were many other games that 
have not been available in this country for u long time. Frontier 
Software were selling their usual range of 1CD/OSS products and 
had on display the new SpurtaDos X cartridge, although they 
only had one copy! Also, among the items available., were the 
P:R: Connection interface, the programming languages Action 
and BASIC XL, and a great slimline modem, the Supra Modem 
2400 from Supra Corporation in the USA, 

The only other dedicated Atari sLand was ours. Along with the 
latest issue of 8:16, our newsletter, we had a disk of The 8 bit 
Mouse, which has been written by members of our groap. The 
disk indudes a program called TBM Draw which allows you to 
produce drawings using the ST mouse on your 8 bit computer, 
In response to many requests at the last Atari User Show we 
launched the Atari User's Register. The aim of the register is lo 
get Atari users talking to and helping each other and ultimately 
setting up local groups in areas where groups do not exist. 
The stands mentioned made the show welt worth a visit but on 
top of this excellent support there was also the pleasure in seeing 
how other groups of 'unsupported' micros have overcome their 


supply problems- The Atari 
8 bit is still available in the 
shops, even though it is cur¬ 
rently being sold as a games 
console, yet it does not get 
the after sales support it de¬ 
serves, although there is al¬ 
ways the possibility on the 
horizon. Because of this 
Atari user groups tend to 
wait and go without, an 
attitude that will have to 
change. The other user 
groups at the show, support¬ 
ing micros such as the MSX 
1 and 2, QL, Adam, Fin- 
stein, Jupiter ACE, Lynx, En- 
Oric, have been through this period of no 


terprise, T!99 and 
mans land and are supporting their micros in the way we all 
wish Atari would support ours. Seeing how these user groups for 
dead, yet still alive, micros have overcome their difficulties 
should be an inspiration to us all. 

Stands of particular interest included the one manned by the 
Reading Lynx User Group. Along with their neat sweat shirts 
they also had on display a CP/M for the 96K Lynx, written by 
members of the group, a task even Computers failed on. Both 
the Einstein user groups at the show produce a monthly maga¬ 
zine and the UK Einstein User Group, which claims 1000 mem¬ 
bers. also organise the National Einstein Exhibition, which this 
year was held at the National Motorcycle Museum m Birming¬ 
ham. The Jupiter Ace User Group operated an open invitation 
to the other micros, to a head to head race running the PCW 
benchmark tests. Sadly no one wus brave enough to take up the 
challenge, thus removing the opportunity of the group to show 
how fast Forth on the ACE is. 

Another well supported micro was the TI99/4A which was 
represented by three user groups and one retailer. One ol the 
user groups, Dorset T! Group (DO RUG), had a standard TI99 
with a full expansion box. This included a disk drive interface, 
serial card and a battery backed RAM disk. The unit also had 
an 80 column card plugged into the side. An interesting point, 
especially after the release of SpeutaDQS X, was the DOS which 
is run from a ROM cartridge, which was also battery backed. 

All in all, the London Alternative Micro Show was well worth 
the visit for those Atari 8 bit users that attended. We were 
surprised at the large number of 8 bit users, who, OS well as 
attending the show, still believe that the Atari 8 bit is the best 
micro available. There is no reason why support for Atari at the 
next show, to be held at the Bing ley Hall, Stafford on Saturday 
11th November, should not exceed the QL support at this show. 
The main reason why we should support this show is that the 
Atari User Shows are now dominated by the ST lefts see you there 
whether you arc a retailer or a user. 


Do you beheve there should be an Atari B bit show. 7 Jf yes, 
where would be the best place to hold it r London or Birming¬ 
ham? Haw much would you pay to get in? Send us your views 
and if there is enough interest we will organise one. Write 
to Colin Hunt, Bournemouth and Foote Atari User Group, 
248 Wimborne Road, Oakdale, Poole , Dorset BH15 SET 
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XL/XE TYPE-IN 





THE 


I ts time to save the world again Well, your street at 
least! Alien body snatchers, the J Podz', are being depo 
sited in the houses, waiting to take human form when 
the occupants fall asleep. You must prevent the Podz from 
taking over by keeping your neighbours awake and putting 
the Podz down the disposal unit. 

To waken people touch them whilst they ure in bed asleep. 
The Podz can he picked up by touching them and must be 
transported quickly to the disposal units which are situated 
in the bottom left room of each house. Whilst you are car- 
rying one of the Podz you can t pick up another or leave the 
house. When fully grown the Podz kill off their host humans 
and lump around from room to room. They cannot be killed 
in this form and will stun you on contact. Hitting the pod 
iruck will also pul you out of commission for a while. 

There are 20 people to save and the game ends when less 
than 3 remain. The display at the top shows the highest 
score, the number of surviving humans in each house, the 
current house being invaded, hours completed and current 
points. 


SCORING 


Picking up new pod 

10 points 

Picking up partly formed pod 

20 points 

Picking up quivering pod 

30 points 

Disposing of a pod 

10 points 

Wakening sleeping person 

10 points 

Bonus per person still alive 

100 points 

(calculated each hour) 


Press the joystick button twice to commence a new 

game. In abort press START. SELECT or DPI ION, 



by Bill Halsall 


TYPING IT IN 

Cassette and disk users should type in Listing 1, SAVE or 
CSAVL a copy, then RUN the program. The program will 
check each line of data and inform you of any errors. Correct 
uny errors and RUN the program again until all errors are 
eliminated. When this is done answer the cas&ette/disk ques¬ 
tions accordingly to creole a boot tape or binary disk file. 
Cassette users should load the bool tape created by firstly 
removing all cartridges and then turning on the computer 
while holding down the START key (XL and XE owners 
should hold down OPTION as well). Press RETURN and the 
tape will load and run automatically* 

Disk users should type in l isting 2 and save it on the same 
disk as the binary file created by Listing 1. RUN the Listing 2 
program with the disk in the drive and the game will load 
and run automatically. 

A special note for disk users - if any other programs have 
been used prior to Listing 2 being loaded it is recommended 
that the computer be turned off und on ugain before the 
program is run to ensure that the game isn t corrupted by 
any data left in memory. 
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THE PODZ 


HO 
R S 
BT 
AH 
SR 
KC 
NU 
HH 
All 

AZ 

BH 

SR 


PA 

EL 

BH 

E5L 


MA 

GR 

80 

TS 

UO 

TO 

HI 

PF 

KO 

IF 

CM 

HH 

PT 

ZH 

GO 

IY 

FH 

UH 

CE 

ZT 

OH 

EH 

US 

FH 

YE, 

£H 

YC 

JH 


1 BEM M H M M W H MNM H HM k mkmkmkmk MUM KWKXim 

2 REM * TltF PflDZ * 

3 RFM * by M 

4 REM M Bill Ha 1sa11 * 

s hem * ------ m 


b REM * PAGE S MAGAZINE - FHGL.AHD * 
7 RFM w 
u REM 


boo ; ; r apE/ oe i cope i ilF hak l a 




20 REM 

43 REM 

44 DIM DATS £1001,HEX 1221!RESTORE 4SrF0 
R H-B TO 22 I READ 1 N : HFM f KJ “M l HFHT H £ PAS 
S = 0:TOTALSSTRAP 62t? “CHECKING DATA" 

45 LIKE-99:REST ORE IO0 


46 SATA 0*1,2,3,4,6,6,7,6,9,0,8,6,9,0, 
0,0,10,11,12*13,14,15 

40 LIME=LINE+1 :7 LINE:READ DAI Sr IF LEM 
0 90 THEN 76 

50 DATLIN=PEEK C1B3J +PEEK £1343*256 : IF D 
ft Y L 1N OLINE THEN ? "MlSSIMG";CHttS12535 
: END 

52 FOR M-l TO 09 STEP £! D1 = ASC<DAT$CM, 
KJJ-4B:D2 = ASC:T;DATSCHF1,H+11J-48:BYTE=H 
EM CD11N16+HEH »2) 

54 IF PASS THEM PUT HI, BYTF £ MEUT M;BFft 
D CKKSUM:GOTO 45 

56 T0TAL=TOTALMTYT££IF T0TAL>999 THEM 
TOTAL=TOTAL-1000 

50 NEMT H 1 READ CHK SUM : IF T0fAL<>CHKSUH 
THEM 76 
60 GOTO 48 

62 IF PEEKC195J<>6 THEN 7 "'ERROR ";PEE 
KC195);CHRS C253>:END 

64 IF PASS THEN RESTORE 90JFQR H=1 TO 
20£READ Or PUT U1,A:NEXT H:CLOSE Hi:END 
66 7 "CD) ISC OR (T> APE": COSUB SflElT K = 
ASCt ,p D lp J THEM 70 

58 7 "READY CASSETTE AMD PRESS RETURN" 

: OPEN tti, 6,128,"C £ p+ i GOTO 74 

70 ? "READY DISC AMD PRESS RETURN":60S 

UB 80: IF KOlSS THEM 70 

72 OPEN Bi* 6, O, pi D iPODZ . Q6J" 

74 FAS5=I:LIHE=99:RESTORE 106:TRAP 52: 
GOTO 46 

76 7 "BAD DATA";CHRS(2533:END 
78 REM ***GET KEY ROUTTNF*** 

80 CLOSE ni:DPEN HI , 4 , O, "K : " : GET (tl.K: 
CLOSE HI £ RETURN 

80 DATA 6,113,182,86,210,100*230,105,7 
6,209,42,173,10,210,41,7,24,101,195,17 
0,96,0,6,0,0,0 

100 Data Boi60ezez82oA9aeaD2F62A93C6D0 
203A8068DE7026S0EA830BDE602850F A820658 
CO9ZB8SOB18&64CC529Q0O0,637 

101 data oeo006oeo00000oeoeoo0oao5FflF0 

FOOFBFBFB010O85UOi6UO77DOEE0ODDUOBBOO7 
7060606000006067606FFFF, 12 

102 DAT A FFFFFFFFF FFFBOB0000OFFFFFFFF7 


OF 6D059 76F6DD5O1E0F0B1A1E0F 0BiA1&160O3 
C5A00±ft247EE7FFC3ABFFFF,778 

103 D ATA 7E071C3E 7F7F 7F3E1C071C3E3E3E3 
E1C1COFQEOE1F1F1FBEOE071C183E3E1D1C1CF 
3E7CFD0F3E7CFDD1C2A143F,181 

104 DATA 3C5C10161C2fti47EiDiCO4O41C3Ei 
C3F3C5C10101C3E1C7EID1C0404383418383C1 
010103634197EBB3EE2001C,413 

106 DATA 2C161C3C161S361C2C967E1D7E419 
OF 8 OOF 8 02F B03F BB3F BFF FF527047HO3EQ7O7O 
707O7O7O7O7O7O7O7O741FC, 738 

106 DATA 267676424C2170707070570036570 
03757003057083957003AS7003B570 03B 7 070 7 
0707070416F217070424021,808 

107 DATA 4700360707070707070707070707* 
136212629lDl01ei0lOi0UOZDZ5ZElD14i3131 
21115063421322710120076.878 

108 DATA 321D1O0O33231D1O1O1O1O1OA8C5A 
20O9D0O3ft9D063DE6O6F7A201A9619D60309D5 
8308DBC 3Q9DDC3O9D0Q389D ,865 

109 DATA O0399DOO3AA8039D0O369DUO37EOL 
O12D0DCA260A 961 9D01309DH3O6 A16G 914 ft AE 
0FQD0FFAG00S95222AAA881,858 

110 DATA 9D6030CaCOaBb0F2ft9OOaD56306D5 
83 680803686013 6 8011363DOC 3008 4 68D F 830 A 
9O28DOZ36BD0137A8O4eDlO,159 

111 DATA 3&8D1137A8458P0C3AA700BD5D279 
DO3 38E8EO0D DOF5A94F3DCA3OA2DOBD0O3O9DU 


D318DOB32 8D0O3 3 90 003 4 9D,517 
PM 112 DATA 0635E8DOEBA93665CCA800B5CBA80 
0B1CB AD2D81CB AB40 81CB A06 9 81CH A0B681CIS A 
OAO91CBE6CBASC0C926D6E0,336 
OG 113 DATA E 6C C ASC C C 93 C DOD 4 601 [> 314 b/L B 5 A 
5ABAD8FCDD5814740614700604601516147483 
A0600C4040AE4C40O A2O60A .■ 458 
LT 114 DATA 9D0O3E8DaO3E9D0O3F9D3Q3FC81O'F- 
160A980SDZFOZA93C8DO7 D46 DF40 2 A20 8A9FF 3 
8FDueEO9D0O3cA9FF38FD00,589 
TC 115 DATA E19D003DE8D0E0SD302O8D6O3CE81 
BF7A8O7SD1DD0A80 L0D6FQ2A80O8DO8D 2ABO38 
D9FD2A8FCBD3O02A82O6D31,730 
NU 116 DATA 02A200ED6A228DQ002EAEOOBDflFSA 
92A9DZFO2A0ZEA2Z3A 90720&CE4A9C08D0ED42 
673226O2O7322A20OBD6C29* 542 
IK 117 DATA 907F3FE8F068D0F56000000000000 
OAD6402DOF B AD6402FOFB-60A9 306SCC A86086C 
BABB 1CBC 8D0F BFGC CO6CCE0,822 
LD 118 DATA ICO0I-36&A5B1FG5I3023A5BO38E96 
4780485BO8DO4D4C9O4DO3DEE18Z1EE1CZ1EE1 
FZ1EEZ221EEZ521EE28Z1E£,60 
GF 119 DATA 2B214C9123AS60186864 ? B6480O4D 
485B0C90SDO15CE1921CE1C21CE1F21CE2221C 
E2SZ1CE2821CE2B21A94065,£64 
WE 126 DATA BlA582F0O81868BFC6B28D0IDZA5B 
3F0O0C6E£318 688F 8 DOl D 2ft5 D4F'6 3229 01DO14 A 
93C38ESB4AD06D2ft5B44A4A * 78 
GA 121 DATA 1 B696 0fl DO 7D 2D 0 1 3fi 5B 4000(58585 A 
SF03 8E5B58DO5D2 A5B4 4 A4 AL859AO < 8D87D£C60 
4AbBbF01810ObA9O036ESBC , 596 
AI 122 DATA 4A4A4A4P185920aD85D2E6B6A5B68 
DO3DD4C6ZE4A9108001D0A9DOfiD02O0AZ00ASF 
F 9D40IF 9b603EES10F7A96I* 999 
QE 123 DATA 8D09DB8DeADe602B52Z4A9Sb38E5B 
9B066AD7602 2904D009A9O685B7AD19Z1D016A 
D760729O8DO4FA90485B7AD,767 
SS 1Z4 DATA l9ZlC90FFO44ft9OlDOOBft5B6F0651 
8680485B6A8FF85B14C8324A95A38E5B99069A 
D19ZLZ81F05BODO1OAD7862,816 
6B 125 DATA 2901D069A5B9C940FO134C8D24AD7 
6022 962D069A5B9C 9BCF0O34CCC246QA5B7186 
5B86A0A0A59BO85CBA9Z085,75 7 
ZR 126 DATA CCft93£85CEftGB9I0E9048SCDA9OOO 
891CDCflC010D0F9A6A58905CDB1CS91CDCBC0O 
BDOF7A5BS49O185BS60A802,51Z 
MK 127 OAT ft 85B?fi5B936E90*85B920632460A80 
08S67ASBS165904858920832460 ASBb0030ADO 
ftD2D02BA9OOAA9D8U3FLOlU,647 
IP 126 DATA FAA9018S&GA9030D6BDOAD0A0229O 

8 ASA206 8DF O208 9D9 3FC8EOEO 0CDOF4A9648D6 
4D2AD19211669114A4A404A*197 

SR 129 DATA 4AAA86BBBDZ4Z5BDC582600ADA4A7 
AlA«AbA2Ob225206C256D06D0ft9FE6SB6ASB61 
S59X08D3DZ1B58CA83 68D3 0,61 
AY 130 DATA 62A321QD31&2A9C46DC4020DC3O2A 

9 64 S5B9A9 9 085 8A3D8 0D 04C8324A900AA8DOB3 
EE810FAS0A9B0AA9DSe3FE6,381 

01 131 DATA 10FAG0AD78072901D0032O9F25A07 
6622902DOO320AB25AD7BOZ29O4D0O32UBF25A 
D78D2Z908DOO3ZOCBZS6OA9,211 
YD 132 DATA 0265B7fl5B936E9O44CB425A90085B 
7A5 0928 G8D48D04ZF A5BA8DOO2F40D 025 A 9'06 6 
5B7A5BAI0E9044CD4Z5A904,136 
Rll 133 DATA 65B7A5BA1868048D002FA5898D 042 
FADOD2F8DO12Fl8b9O48DO22F8D03 2F AD04 2F6 
D062F186904SD052FSD052F,520 
KK 134 DATA 8D072FA200BD042F38E9104A4A4A1 
60ABA05B-DOA0A6SB&8SBDBDOO2F38E930 4 A4 A4 
A1865BD85CR8D0C2FA5BCB5,788 
OP 13S DATA CCA0O0B1CBC981F6I59DOB2FF8EOO 
406C 7 AD062F650A8DOODOAD04ZF 35B8208324A 
203BOOB2FC94AFB2FC94FFO, 555 
OF 136 DATA 1AC8CBF0ZDC9CCF0S1C9CDF05ICAl 
(Jt 660 A9648D0OO2 A9Oft85B7fiOA58EF0BC2O6C2 
S6SBE A93C65644C9A2860A 8,4 58 
OJ 137 DATA 4885BDDOOCA50EDO33A9O165BEA80 
8S58DAOOOBDOC2F 65CBA5DC6SCCA5B091C 6ASX 
C6DO0DZA90A858X4C9O2860,245 
AS 138 DATA 2086264C9A28£06626269A26 4 C9A2 
tiflS-OE F0EC20GC25A5BASD03D0 A4B9 A2O0BD58 3 
■C99S03FC BE8E 0O8D0F 460AD, b 94 
KP 139 DATA OOfl 93O0bl5Dfi 266B01 B7 789 | 0 ? F AS 0 
D89402FA80089702F89AO2FCSE3E0OSDOE 7E6 8 
DCOXODODf A9l40SBDftO00£0,221 
CO 140 DATA 2327AA20 2E27C949F 0F5 AS 49 91CB C 
bODD0ED6fl2B347fl8166A2CFAfADOAD2793F38E 
91080F660BD102F85CBBD40,12 

Continued fiver/euT 
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Expand The Capabitites Of Your 8 Bit 
Atari ... 
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PzRtCcflrttttlofi 
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r«K*rSal:»'>':f 


US Doubter 

tfxMndirg ihe lOWds* drive's SLrenglh I & what ICZ> s US Deubler s 
al iiixii ii A trie serfornier in tee ansa of hardware modillcaAions, 1 H 15 
chip s «1 quickly Ir^nirbfffiayour ALariNtito a poww+iOy«. racial) ng rtilh 
Inna vat l's features nyvi?i bytera ^usi-essed bv a HJ&& Ffraiufes like 
true double density lor greater storage, single arid ds-ble dEns-ly 
support, an accelerated 1:0 rule defied lo triple you- siated when 
ocTbined wih SpaHaDQS. arvS toil cornpalih 5y with emsting Atan 
sstlware. £2^.36. 

SpartaOCS 

This Disk Opsraniftfl System ra.s seen widely acclaimed as; ihe ses-! 
□OS torlhe 6 tel At.nri -an-.: SpanaDOS Irani ICO suppc ts everyth ig 
I-am a IS dsn drives Ihraugh RAM dskilb Ivard d shs. A special menu 
allows r»pd vansrter, eras,:. na and lackirwunlocking :>l Alas -jairg only 
tne Space Bar. Option. Start and Selecl keys. The uUty paAftgo 
Supplied also teatures s. 32 cnaraciyr keyppmd biller, imellgenl 
swIthingb^Bend^densiiies ahirary J egsTra menu, subdrectortei 
and t rntft&CV slumping, kiaal 1&r use with Ihe new XF551. E59 55 

SpanaDOS arc US Doubler Pack - Only E49.95 

P:R.• Connection 

No« you're nb onger limited lo Aiari BmpatiWa printers a/id moderns. 
THt? P:R: Connection plugs direchy Into the sena disk dnvp pon <rt any 
6 bd Atan computer and pgvides the jst rwilh a starcard Centronics 
printer interface and Imci RS-232 serial pods l| also craws its £Uw§r 
fiom ycur cornpuier wNch mynns ann less cord 'gat ig Tor a power 
pi.iint w:iilu nwmpact size eaves you' work SMce virtually ckitlbr fivse. 

Ti e P:0: Connection's serial ports use a lully compatibly R handle* 
and ■esembie tnose o J thy At;n 350 itorf ace with Ihe same eignaS and 
lunclions. ES9.95 

ICO Printer (Tpnriaf fJOrt 

ICD's Printer Connection $ a Ce ntronics Karaite printer interlace for 
Atari 6 bi computers which plugs inio the computer's serial pyriphyml 
port arc lhen direct y inlb your pi n wr It works with enasl parallel printers 
any 6 Ini soUware wiihoc: the reed lor special driver spitwary ard 
includes a buih-n printer catote. C59 95 

Franlie* Sullwiiie SliO dStitJviB- »J&»; DHid products sun as Action!, <1 j=k Jt£ and 
0aec HI and lh$ mrrniirc! ICO prad-jds ■ Ranta? >(L S'«5 Cl-Time fl Please wrt» er 
crcrc lor qlb cctokanuii. 

AJI prnei inriiirtn VAI and Hoslane 

PO lio.f 113, Harragilr. Worth V*i|cst».eHgj Q»F (<MWt| 6T14n-S3D5TT. 


CALLISTO COMPUTERS 

Gwelfor, Nebo, Amlwch, Gwynedd, LL68 9NE 
Tel: {0407) 830704 

FOR ALL ATARI 800/XL/XE USERS 


ARCADE GAMES 


□iak 

ROM 

An: nl ACus 

2.00 

..... 


A i rwolf 

2.90 



Azlec 

4.50 

6.00 

_ 

BaKb-laaer 

a. 5 D 

1 0.00 14.75 




14-75 

Blue Max 


8.75 

14.75 

Draconus 

7.99 

3.95 


Caundct 

2.90 

12.95 

1 . j ■ ■ 

Litlle Devil 


4 M 

. 

Loderunner 


. 

14.75 

Pitfall II 



12.00 

QuftrlL-l Gil Id 

3.50 

..... 


RaCkldl d 

2 90 


. 

Rill' Robot 

5-00 

7.00 

_ 

Rosen's erigiido 

6.50 

£i .50 


Star Flatter* 11 

i.. U 

... aB 

14,75 

ThunderlOK 

2.90 

...i. 

,- rP! 

Zaxyori 

6.00 

7.00 


Zybex 

2.110 

4.50 


DRIVING 

American flace 

1.90 



BMX Simulator 

2.90 



Grand Prix Sim 

Z.90 


. .... 

Pole Position 


10.00 12.75 

Speed Ace 

2.BQ 

4.50 


Speed Run 

6.50 

3.50 


SPORTS 

tao 

2.90 

. 


European Soccer 

3.50 

1 2.75 

1475 

Fight Nig til 

2'99 

...44. 

Fool Uij 11 Manager 



nerd Pa II 

2.00 

r „-_ 


Jockv Wilson Darla 

2.30 

4.50 


Kenny D;j yliSh SOCO. 

8.50 

11,50 


Reelsporta US Foot 

...... 


12.75 

Winter Olympiad 

S.50 

12.75 



MARTIAL ARTS 


Disk 

ROM 

Ninja 

2.90 


..... 

STHATEGV 

Archon 



14.75 

Collo::aua Ctieaa 

8.75 

12.75 


Master Chess 

1,90 

..... 


ADVENTURES 

Gimme Ranger 

d.75 

8. 7S 


Hacker 

. 

9.95 


Ingrid 3 . Rack 

12.75 12.75 


LnrinelAt 

12.75 12.75 


Lapis Philasaphorum 


7,00 

■ BP.. 

Ultima III 


17.90 


Ulilima IV 


17.90 


CASINO 

Frultman 

1.99 

2.93 


Las Vegas Casing 

7 Card Stud 

2.30 

2 .50 


4.00 

4.00 


MUSIC 

Player piano 

4.00 

4.00 


UTILITIES 

Alariwriter Plus 

....... 

20.00 


Basic Cumpiker 


12.00 


Cut n' Paste 


1 2 00 


PrlritsHop 


21 00 


Vlaicalc 


20.00 

. 

EDUCATION 

Ctiur'ilei 

4.00 

4,00 


Designer s Pencil! 


..... 

12.00 

Juggles HoyjC 


12.00 


Skywriter 



9.7S 

PUBLIC DOMAIN 

Sampler (6 pr*ga) 

1.95 

2.95 

..... 


All orders include FREE members hip of Callislo Computer Club * 
newsletter, solware'hardware catalogue. Public Domain Library 
and special outers. 

Post and packaging free (orders under £ 4.Q0 please add 4Qp) 
Overseas postage : Europe 1 per order. Other countries 1 per item 
Please make out cheques and P.O's to CaMrsto 




THE PODZ continued 


Ell 1.41 DATA 2F95CCBlCB>B0ASCZFeZ2ADBAB2ia6 
S03?0±A20F12AHDld2na6^e2e5CBHD4fl2F85C 
CA0B0BiC6Deie*A9CBSlCB60 jr 43g' 

WC 142 BATA A5C2F0FDAB0AP23HEB006OF320F12 
AA000ZB2E27C9#?F01FCai4Ab0±ABD7n2F85C0B 
B40 2F05CCH4,CBF015CBC0F0,650 
C*£ 143 &ATA llC9CCF005C?C&FB3760BlCB1069e 

l^lC060Ae00S5CBBb402F05COAeB8a5BDA&0AD 
22907ABBSlo2Fl@6902AftBl,42 
Jll 144 B ATA CBC 9C6F005C6BDD0Eet.0A ?CC51CBS 
0UB702F60A^flF^lOBA5CB5BA02F202F27e89ie 
Bb0fl514 2eQ4D0F 9A20A00A0 r 277 
£D 145 DATA 2TF04AB5CBB5BDD000BD402F85CCA 
0OAD72^0IF0J.CC501F00£Ce02F0 05C<iCB4C212 
8E6CB4C2128ASCei06?1485j 484 
05 146 DATA CD4C2120A5CB38E91405CRB1CBDO1 
1A9 ICE A5CB5D A02F A5B&S5CH.A90B31CBE0E 
0a060AC60F6BFA5BF21>03AA, 895 
ZT 147 DATA A00BBBA&20??783CeS7C3eE0C0C0e 
4DGFlAD0fiD22^03S5BDA0O005^820A6BBF8040 
ACABBfC99683CC8C0BS&0ED t ?1? 

U8 148 DATA 60 2062252 A 6025 8D8 3D8fti>0F®D3OO 
2A0Z1BD3102A8B4SDC482A0Eb00C30?A948850 

9A9000D00DO4C8324A204CA,530 
KM 140 DATA FE&F21BD6F21C91AD0B9A0!0 h 9D6F2 
lt0U0D0EC60AD04O020WlFUlJ.A96485H9fl090U 
OB A8O0 ftD 02 SJD 52 B200&266A ,887 

G0 150 DATA AD0CD0?3&aF0l6A94CS56?A?‘648DB 
0D2A80F85BZ206Z2S208324A8FFB01C028O1EB 
060A513Ze3FO015EE6A21A5,756 
OR 151 DATA C4FB1885BDA0t]lA200A?B88DOFOC60 
DD0F4A5l3Z2l03D004fi5C7E61350A20038BDBF2 
1FD4F21F0O4S014B005E8E0# 450 
TO 15 Z DATA 0SD0EEAZ00BD6FZleD4F21E0E005D 
0K560A900A20ASD0F2iE8EflEBE01Ffl0F605±48 
5C285BE8bB08DlEP88D04D4,474 
NF 153 DATA A801S5C08513201329AT00A910SDG 


F2IE BE 005D 0F 8 U DCA 21 A2A 08L 552S9D60Z1L0 L 
00bD0F5A2529E2C39E8BE4C,73? 

CR 154 DATA 39EBaE6C39EBaE0C39E88EAC39607 
46B6545?8bF647AO0342132271D10AbA9AEA9B 
3A8Z0bZ272O3R272flDF2720,307 
OL 155 DATA B72A20ED2BA5CZD0O320832AA9008 
54DAClFD0C087F00285C060a0»6Z22Bi72320F 
5ZZZD74Z120DA20200C2320,449 
uw 156 DATA 3529Z071Z8ZGF223A9010D1C02Z0D 
B24 70CAZ8Z012 24A5B10006ZBA12S4CFCZSA97 
Dfi SI 4A5C0F058A5B9C940F0,171 
FZ 157 DATA 10AD1CO238E902BOE4AD1C02D0F34 
CE02920282520F223A9028OlCO2Z0?b2520BD2 
6?OR l23203CZB8DlbDU20AJ ,242 
OC 150 DATA 29A5C8F821A5B9C968D008A5BEF09 
9A96485B920B3Z4AD1C0230E903BGDAAD1C0ZD 
0FT4C JLC2AAZ DO8E00D2A9A8 t 861 
UM 159 DATA 8D01D2A901BD1C0ZA&1C02DBFBF0D 
0EB8EBID25D9BZ99D60Z1E8E806D0F5Z00CZ34 
CC529AD0ADZ290738E90250.95 
LB 160 DATA F6AA186930B5DCA090S4C284 CBS 1C 
BC949F008C9 4 AF 00 4C8DBF368BA0A0A0AB5C30 
AlB691l8Db52105C26OA^ao J 655 
TH 161 DATA 550 4A2 3 6B6C C A9l085B DABA BB4 C BB 
lOBC949F01DC94AF0i9CSD0F3A5BD9D2921E8E 
836DADFA5C4 3 8E90 3B00 4A9,18b 

I—- 


FP 

ZB 

kLH LOAD AND RUN ROUTINE FOR 
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OPEN til ,4 r B,'*D : PODZ ,OEJ" 

OL 

2 5 

POKE BSO > 7;POKE 862,61 POKE «53 r 37iP 


OKL 

856,255:POKE 857,255 

TB 

2B 

H“U5R CAOR (“tiMiwLdiQ”) ,151 

60 

3U 

CLOSE »1:K-U5RCS2323 
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All the latest hardware and software in (he rapidly 
expanding scene of micro music will be on dis¬ 
play, including keyboards, samplers, sequencers 
and professional studio software 
With an Atari/Midi setup you can produce top- 
quality music, quickly and simply - editing out 
mistakes in a way that's impossible with live 
recordings. So if you're in any way interested in 
making music with your micro this is the place to 
come to find out all about it. 


Computer Aided Design has grown to become one 
of the most important uses for modern computers. 
With a CAD system you can design houses, cars 
and electronic circuits - in a fraction of the time it 
would take you with pen and paper. 

With the high speed and powerful graphics of 
Atari micros it's hardly surprising that bigger and 
belter CAD programs are pushing back the fron¬ 
tiers ail the time. 

And only at the Atari Computer Show can you 
see all the latest systems under one roof. 


BUSINESS 


Many companies will be demonstrating their latest 
software and hardware, specially designed to 
release the full business potential of Atari com¬ 
puters. 

As well as products for the 8-bil and ST, you'll 
be able to try out applications for the powerful 
Atari PC compatible series. 

And youTt also be able to get expert advice from 
professionals. 


Alexandra Palace, Wood Green, 
London N22 
Friday to Sunday, 

June 23 to 25, 1989 

Fri & Sat; 10am - Gpm> 

Sun; 10am - 4pm 


The Atari Computer Show is back - with 
many new products and developments. Atari 
has grown to be one of the major pfayers in the 
computer world, supported by an incredible 
wealth of top quality applications, games and 
utilities - all on mew at this show. 


DTP 

The art of combining text and pictures is big busi¬ 
ness nowadays because, with a Inwcnsl DTP pro¬ 
gram, you can create anything from a dub 
newsletter to a monthly magazine nr book. 

At the show you’ll be able to try out the latest 
scanners, digitisers and super-fast programs, and 
gel a first-hand glimpse at the way DTP is set to 
develop in the future. 



ADVANCE TICKET ORDER 


POST TO: Atari Computer Show Tickets, 
Database Exhibitions, FREEPOST, 
Ellesmere Port, South Wirrat L65 3EB. 

Please supply ; 

3 Adu It takers et £4 tsave £ 1 }.£ 

• I Under 16s tickets at £2.50 (sa ve £1),, £ 
□ Family ticket at Cl 1 {sava £6fE. 

Total £ 


I I Cheque payable to Database Exhibitions 
□ Please debit my Aceess/Visa card no: 


Mil: I I 11 I 


Signed. 

Admission at door r 
£5 (adults), 

£3.50 (under Ttfi s) 


Expiry d3te: [ / 


Advance ticket orders 
must be received by 
Wednesday. June 14 


GAMES 

Atari computers are renowned for their ability to 
run fast-action arcade-quality games. 

The range of new software on show will demon¬ 
strate how the power of these machines is con¬ 
tinually being stretched, producing faster and 
even more addictive games with superb graphics. 

The winning entry in the STQS Gameswriter of 
the Year Award will he revealed, and several new 
exciting STOS accessories will be shown for the 
first time. 

If you're a keen game player, you'll find there's 
so much on offer at the sbow r - you're guaranteed a 
real treat! 

DON’T MISS IT 

So for a great day out - whether you want to see 
what the future holds for Atari computer users, 
take advantage of the bargains on offer or get 
advice on specific applications - the Atari Com¬ 
puter Show is the place to go. 

And if you send in the coupon now, you'll save 
£1 oft the price of a single ticket! 

SPECIAL OFFER 

For the first lime we are now offering a family 
ticket for fust £11, allowing entry for two adults 
and two children, So you can save up to £fi oft the 
usual entry price! 

flow To GelTiere 

Alexandra Palace is so easy to get tu by car, 
rail, underground or hus. It "has its own British 
Rail, station, just nine minutes away from 
King's Gross, and there's, a free bos sendee 
shuttling between station and show every 1(J 
minutes. 

If you re travelling byroad, the show is only 
15 minutes away tom Junction 25 on the M2 5. 
Car parking is free.. 


DATABASE EXHIBITIONS 


Name. 

Address. 


....Postcode.............. 

PHONE ORDERS: FUNG Show Hotline: 051-357 2961 
PftESTEL ORDERS: K£V ■89. THEN 614663333 
HJCA0UNK/TEIJKOM G0U3 ORDERS: 72:MAGM)1 

Please quote credit card number gad full address A7H 













































GAMES THEY 
NEVER RELEASED 

Kirk Ruebottom searches through the American archives 
to discover some games you may never have heard of 


A tari 8-hit owners, for the most part, 
do not hove a wide selection of 
new software to choose from. The 
British market caters almost exclusively for 
the Commodore, ST, Spectrum and Am- 
strad machines and we tend to find oursel¬ 
ves neglected along with R.B.C. and MSX 
owners, Sometimes titles for the XI/XE are 
announced by software houses and never 
delivered. With the launch and re-launch 
of the 65 XR and 13QXE respectively,, soft¬ 
ware availability could and should 
improve. 

Five years ago things were different. Some 
Atari owners may remember when many 
new titles were being released for their 
800 r 5 . Many of these games came from the 
likes of Datasoft, Synapse, Atari.. Brode- 
rbund and Electronic: Arts. Of course we 
paid through the nose for these American 
imports, but they were 'state of the ari r in 
1983 and many of them still stand up well 
today, 

With good software now becoming hard 
to find readers may be interested to hear 
about games which were never officially 
released in t he U.K. All of the titles below 
saw the light of day in America but due to 
such things as licensing problems, apathy 
on the part of distributors and the big 
re-shuftle at Atari in 1984., were never 
made available to British users except on 
limited import. 

Some are classics some are not. The ma¬ 
jority of the games ore from the 1983-4 
period, but most have not dated in any 
way, A few are of more recent origin, Sug¬ 
gests ms on how to obtain them are given 
at the end of this article, 
first off lire list is a game from Brode- 
rbund called Karateka. I remember shell¬ 
ing out twenty five pounds tor an impor¬ 
ted version of this a couple of years ago, 
Lhinking it was worth every penny. Super- 
smooth animation and great gameplay 
make it the best 'beat em up' ever on the 
Atari (and that includes Archer McClean's 
International Karate). The Neverending 
Story from Datasoft also contains some 
nice graphics. This adventure may have a 
weak parser and trite storyline, but the 
pictures make up for this. There is also 
some excellent music from maestro Gary 
(‘Alternate Reality') Gilbertson, 

It is surprising how many of the l Li tie-seen 
Atari games were actually released in Bri¬ 
tain for the Commodore 64 r usually on the 
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Some of the early American adverts 
for software now long gone 


U.5. Gold label. A case in point is Fitstop 
2. The Atari version of this classic grand 
prix racing game is every bit as good as its 
Commodore counterpart, hut Epyx and 
US, Gold did not see fit to release it over 
here. 

A similar fate befell Rainbow Walker 
and Scroll* of Abadoii (Synapse and Ac¬ 
cess Software titles respectively). The for¬ 
mer, programmed by Atari veteran Steve 
Coleman is a wildly colourful variation on 


the 'Q-Berb theme, but with more depth 
and features in its gamepiay. The latter, a 
'Par man' variant in forced perspective 3-D 
featured four way scrolling and good 
graphics, Stealth, another one-time popu¬ 
lar game on the ''64 was also written for 
the Atari. Can anyone tell me why the 
Atari version of this classic 3-D J shoot em 
up' was not released in Britain at the same 
time as the J 64 version? 

Software Automatic Mouth or S+A*M. 
(as far as I know on Atari-only product) is 
a speech synthesiser supplied on disk. This 
Little corker, originally released back in '82 
was way ahead of its time. You'd be hard 
pressed to find better speech quality on 
anything released since and that includes 
hardware add-on speech synths. 

Activision, or Mediagenic as they are now 
known, also has a few Atari games which 
are U,S, only. One of these is Master of 
the Lumps in which you steer a man on 
a magic carpet through winding and dip¬ 
ping tunnels. Your view of the game is 
from behind the carpet, so there are some 
startling graphic effects in this one. 
Universe by little-known software house 
Omnitrend cost around seventy or eighty 
pounds on import about four years ago! 
This multi-disk space extravaganza re¬ 
mains one of the most mysterious and 
elusive pieces of Atari software ever. 

Mask of the Sun, a particularly atmos¬ 
pheric graphic adventure was once avail¬ 
able in some shops on import. "Ibis Indi¬ 
ana Jones-type escapade, set in Mexico, 
has you searching pyramids, travelling in 
a jeep and negotiating some really in¬ 
genious traps and puzzles. With U.5. Gold 
recently acquiring Brodcrbund's back cata¬ 
logue 1 had hoped that this classic game 
would make a re-appearance. What 
chance U.S. Gold? 

Another game which I paid a fair amount 
of money for several years ago is Ali 
(tabu and the 40 Thieves from Qua lily 
Software (who?)- It's an old gome, one of 
those requiring a Translator disk to work 
an XL/XE's, but it remains a terrific little 
role playing basher. Similar in format to 
the 'ApshaE trilogy and the 'Warriors of 
Ras J games, but with nicer graphics and 
music., this one is worth hunting down. If 
you have an Atari 8f>0 and enough joys¬ 
ticks, four people can play it at the same 
time! 

Alongside you'll find a rundown of some 
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A SELECTION OF AMERICAN GAMES 
THAT WERE ONLY AVAILABLE ON IMPORT 


Adventure Writer - u text adventure 
writing system. Atari 19&4 Andromeda 
- a scrolling arcade game, Ccbelli Soft¬ 
ware 1982. 

Blue Print - a platform qame, which 
was a hit in the arcades. CBS 19&3 
Cest la Vie - an 'avoid the nasties' 
game, set in a maze, with your objective 
to make money. Adventure International 
1983. 

Chessmuster 2000 - a comprehensive 
chess program with many features, in¬ 
cluding a 3-D view of the board. Electro¬ 
nic Arts 1986. 

Clipper - o strategy game of sailing 
round the horn. Program Design Incorpo¬ 
rated 1983. 

Countdown a problemsolving arcade 
adventure, set in a nuclear missile base. 
Synapse Software 1982 
Crystal Castles • u version of the papu¬ 
la] arcade game. Atari 1984. 

(dragon Riders of Pern a strategy 
game, with arcade elements. Epyjt 1983. 
Earth Views ■ an educational piece of 
software, with thousands of maps of the 
earth at the press of a few keys. Antic 
Catalog 1984. 

Final flight - a High t simulator. 
MMC. Software 1983. 

Gremlins - an arcade game of hock 
and thrust. Atan 1984. 

Guardian of the Corn - an arcade 
game with elements of Tuonan' and 
■’GridrunncT'. InhortK Software 1982. 
Halley Project - guide you! space¬ 
ship on u journey round the solar 
syste m. Minds t "apt ■ J 9 8.8. 

Erl til traitor a flight simulator 
with arcade adventure sequ¬ 
ences, Mmdscape 1987. 


journey to the Planets - a puzzle- 
solving arcade adventure /. V. Software 

1982. ' 

Jupiter Mission - a mu Upstage space 
arcade adventure. Aver Ion Hill 1983. 
Lords of Conquest - a 'Risk'-hke game 
of kind grabbing and conquest. Electro¬ 
nic Arts 1986. 

M.Y. Chess 2 < another computer chess 
game with a 3-D option. Dcifarnos? 
Miniature Golf - a 'crazy golf game. 
A'JtVK Software 1986. 

Past finder ■ a thinking man's 'shoot 
em up r . Act j vision ( 983 
Pharaoh's Pyramid - a 'Q-Bert' in¬ 
spired platform game. .Waster Control 
Software 1983. 

Po wers tar j>rc jbabl y t h coni y graph ic 
adventure available on cartridge. Pan¬ 
dora Software 1 986. 

Quest of the Space Beagle - the se¬ 
quel to lupiter Mission. Avalon Hill 1984 
Sands of Egypt a 'last in the desert' 
graphic adventure. Dulasofl 1982. 
Satan's Hollow • a spooky 'shoot cm 
up r . CBS 1982. 

Serpent's Star - die sequel to Mask of 
the San. Broderbimd 1984. 

Stone of Sisyphus - a fantasy role- 
playing graphic adventure. A Tver dure In¬ 
ternational 1 983- 

ULtinui 1 - the first instalment of the 
award winning fantasy rale playing 
series. Origin 1983. 

Ultima 2 - bigger and better - you even 
gei to travel in space. Sremr On Line 

1983. 

Wavy Navy a shoot em up featuring 
waves oi planes and helicopters, i’lrius 
So ft ware 1983. 

Whistler's Brother - u large disk- 
based platform game flmdcTbund 1984. 


other American titles which never made at 
to these shores, together with their original 
publishers and year of release. 

This is by no means an exhaustive list. 
Look through back issues of American 
Atari magazines Antic and Analog and 
you are bound to see more. 

There are a number of ways you might be 
able to acquire some of these rare titles. 
One route, and probably the best, is to 
enlist the help of a computer shop or mail 
order firm which has an American branch., 
or will import titles for you. The addresses 
of one firm which might (the keyword 
being 'might') be able to help in this re¬ 
spect is Ladbroke Computing internation¬ 
al,, 33 Grmskirk Road, Preston, Lancs, PR I 
2QP. Compute rhouse, who adverrtise regu¬ 
larly with Page 6 have also recently impor¬ 
ted a number of American titles and you 
might just find one or two of these titles 
among them. 


You could enquire directly to the software 
companies involved but bear in mind that 
some of them are no longer in business. 
Replying to classifieds might also yield re¬ 
sults., as some people could have acquired 
these games a Lew years ago, when it was 
just possible to pick up imported Atari 
software, Another avenue would be to con¬ 
tact some User Groups in the U.S.A, or 
perhaps one of the people In past CON¬ 
TACT columns who advertise for Pen Pals 
to see if they can find out whether these 
games are still available. If you do find 
sources for any of these games drop us a 
line so that we can tell other users about 
it. 

Finally, I hope that someone at U.S. Gold 
(so often the boon and the bane of Atari 
users) or another software house with 
Atari interests is reading this. Could YOU 
acquire the licenses to release these games 
in the U.K.? . 


DISK 

BONUS 



by B. Wheaton 


A 100% machine 
code all action blast 


tg^iiautmbji ■ m?*c t* «r tonaxib 


i jff- 


$ 


We ore proud to present as the 
FREE BONUS an this issue's disk 
another 100% machine code 
program that was previous iy a 
commercial release! Galactic 
Cresta is a vertically scrolling 
shoot 'em up with hundreds of 
a hen ships attacking you at a 
fast and furious pace. Similar to 
the arcade game Galaxians f 
these evil aliens swirl and dodge 
at ever increasing pace as you try 
to blast 'em. 

It's fast, it's furious, it's fun. 
You'll have to he quick on The 
trigger to survive! 


Gaiacfic Cresla is Ehe BONUS on 
the Issue 38 disk , which also con¬ 
tains ad The other programs from 
this issue to save you hours of 
typing. The disk is just £2.95 and 
is available from PAGE 6 y P.O. 
Box 54, Stafford, ST16 1DR. fust 
send a cheque or F r ostal Order 
with a written order or use the 
order form elsewhere in this issue. 
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XL/XE TYPE-IN 



M CQ-TEST 

The Ultimate Examiner 


Tl I tE" TRIAL ( 31.112 
< wax- Ohr? j 3 O fr* i n,s> 


TIME 1 O i 0 ! 58 


QUESTION ^ Did ttiese authors write 
Those books? 


aJGuest - Ordinary People 

b)Toistoy — Anna Karanin 

cl Druglas — ual ley of the 
Dolls 

din-aye^ - Midnight Express 
eiNhea-tley - The Excorcist 



D-5AVE 


MARK RESTART ME 


LA r iT 


TERMINATE | REUIE N OS A jEDIT| ANSWERSHEET 


David Rawlings presents a flexible examination 
or quiz program complete with question maker 
suitable for all Atari 8-bit machines with disk drive 








Computers hove been used on many occasions for teaching 
purposes. There are many examples of programs available for 
this purpose but very little on examinations. This program was 
designed to serve as either a simple 'test your kids quiz 1 or as a 
formal examination tool, and comes complete with a question 
editor, The program is also bulging with useful features and is 
easy to use. 

The program allows the setting up of question Tiles using a 
specially devised question editor. The format used is that of 
many British Universities and consists of a main statement 
referred to as a ‘'stem' and following this five statements called 
'items' - which refer to the stem, each of which may be either true 
or false. The examination is marked on a +1 for a correct answer 
and -1 for a wrong answer. No points are given for a question 
not attempted. Whilst it may appear cruel to subtract marks for 
a wrong answer, it would otherwise be possible for a less than 
educated monkey to get 50% on average! 

FEATURES 

The system is designed to operate in two modes. On running the 
program the operator is presented with the phrase 'Tull use of 
functions?". Selecting 'N' to this enters the formal 1 mode where 
the program works as a formal examination tool with the user 
only able to select questions, respond appropriately and view the 


'answersheef which is a record of all questions answered so far. 
In order to enter the 'formal' mode the operator types in a three 
letter password when requested. At the end of the examination 
or at any time before this it is possible to convert to the 'infor¬ 
mal' mode with full functions available by pressing SELECT and 
re-entering the password. Once the exam has started oil selec¬ 
tions are made using the joystick which works similarly to a 
'mouse' and moves an arrow on tire screen. Moving this over the 
true or false selectors or the function boxes at the bottom of the 
screen and pressing the joystick button allows all choices to be 
mode. 

The choices available ore 

NCXT - The computer passes to the next question. Twenty 
questions per test are allowed and this option will cycle back to 
question 1 after question 20 . 

LAST - Selects the previous question. 

ANSWERSHEET - Selecting this option will demonstrate all re¬ 
sponses to all questions already attempted. It is easy to see how 
many have been attempted in an effort to achieve success in the 
exam. Simply repressing the joystick button returns the computer 
to the question previously attempted. Alternatively it is possible 
to move the joystick to any other question before pressing the 
button to return to any question of your choice. 
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The three options above are all that is required to perform un 
exam and is a!! that is permitted in the 'formal' mode, Several 
other features are available in 'informal' mode including; 

MARK - The computer whizzes through all your answers and 
marks them appropriately. The final score is then displayed on 
the screen. 

REVIEW QJ A - This option allows the user to review all the 
questions,, see how they were attempted and diskern the correct 
answers which will slide in magically from the right side of the 
screen. Pressing the joystick button will advance through the 
review. Pressing SELECT at any time will exit this mode without 
going through all 2-0 questions, 

D-SAVE * An interesting feature. In the middle of an 'informal' 
test it is possible to sove all question responses so far onto disk 
for continuation later. 

D-LOAD - This toads the Hie made above and continues the quiz 
at the question last selected. The time ori the clock is also reset to 
its previous value. Obviously it is necessary to have the correct 
question file already in the computer. 

RESTART - completely restarts the program. Do not select this 
option unless you are sure you want to. 

TERMINATE - Ends the program and returns to BASIC. 

EDIT - Allows the user to set up question files or edit any files on 
disk. Any file presently in memory will be lost and will require to 
be reloaded from disk if this file ts to be edited, 

TYPING IN THE PROGRAM 


WO 

1 
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4* 

NO 

2 
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M 

ML 

i 

HE ft 

* 

A MULTIPLE CHOICE QUIZ 

« 

CD 

4 
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* 

hy 

David Raulings 

• 

FU 
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REM 
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HU 
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HEM 
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PACE 6 
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J 
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±0 hlh 

B T VI1 



BC 12 HTH 

OH 20 GRAPHICS L% 

vf position s^:? f3aGf3 6 ,+ 

HO 40 POSITION 6,4:^ H5 3 "PrO^etpTs" 

YEl 50 POSITION; G,(b:? 06 ; "Mt R-TPS t" 

FD bO IF pflbb = 4. THEN 140 

HB P700=PEEK(7005iF709=PEEKtlBSi:P7ltt= 

REEKf710J iP7il=PEEK f71iJ 
ttl 100 FOR 1=1 TO 40:FOR J = 70fl TO 711:POK 
E J,RN D(0> *255:KEHT J t NEHT I 
HF 110 P OKE 700 j P70-8 : POKE 78* , P78* : POKE 7 
lfljP/lBiFOKt 711,P711 
FH 170 PAbb=Pflbb+itIF PA5S>1 THEN 2©fl 
VH lift GRAPHICS 2;POKE Zie.OsPOME 752 f l;G 
OTO 10 

in 140 ■> “ ty David Rawlings" 

EE 15fl ? M 

LG 108 HUN "Dl;MCnTEbT.7" 


All three parts of the program should not be RUN until checked 
and saved to disk. Type in Listing I and SAVE as D MCQTEST. 1. 
For best effect set up an AUTORUN.SYS file from DOS 2.5 or 
elsewhere to autorun this program. 

Type in listing 2. This is the main part of the program and must 
be saved as MCQTEST.2. 

Type in Listing 3. This is the question editor which Is called up 
when required. Save as MCQTEST.2. 

Listing 4 is simply an example of 20 general knowledge ques¬ 
tions, It can be seen that the standard of the test is up to the user 
and can be anything from simple word or English tests to 
University level exams. Use the question editor to enter this test 
or set up your own exams for your kids, your friends or your 
school pupils or students. 

USING THE PROGRAM 

As mentioned earlier it is beneficial to set up an AUTORUN.SYS 
Bask file to automatically run MCQTE5T. 1 on switching on. 
Alternatively type RUN "DEMCQTEST.r and the program will 
load. As already mentioned the first choice on running the 
program is to select full or limited function use depending on a 
■formal' or 'informal' exam. Next you are prompted to enter the 
name of a question fiie previously created by the editor and 
resident on disk. This should he m the form of 
Dl:FILENAME.EXT. The computer will respond to any file load¬ 
ing problem. The arrow appears in its little box in the corner, the 
file is loaded and pressing START will begin the exam and start 
the clock. 

Choose your answers as 'true 1 or 'false' by placing the arrow on 
T or F and pressing the button. Moving the arrow to NEXT will 
allow you to proceed to the next question, The exam stops when 
the preset time limit expires or the operator chooses to stop. 

On the prompt to enter a file on start up it is possible to type 
EDIT as an alternative and the question editor is loaded without 
commencing a test. 

USING THE QUESTION EDITOR 

The program is fairly seif explanatory, Type N to create a new 
file, A to add or alter a previous file on disk. AH options ate 


Listing 1 above 

other listings overleaf 

explained and whole questions or just parts of questions can he 
typed in. On the prompt to enter text use the keyboard with 
normal spacing, Try to keep the text as short as possible and the 
computer will fit the words into the grid. If it cannot you will 
be informed and you can reenter the text in a shortened form 
or with a hyphen inserted in a long word which the computer 
will try and split onto two lines. The five responses required to 
the five 'items' are entered as 'TFTFT' (or whatever) when 
prompted. 

Once all editing has been completed select 'S' to save to disk. 
You are the prompted to enter the quiz name which will appear 
at the top of the screen when it is run. Following this enter the 
time limit and then the filename for storage on the disk, again 
in the form n Dl:FILENAME.EXT" r 

SECURITY 

Do not, repeat do not, press SYSTEM RESET. This will reboot the 
whole system. Use TERMINATE to get out of the program. In the 
'formal' mode it is impossible to stop the program and peek 
inside for clues although again do not press SYSTEM RESET. The 
use of a password set by the examiner will prevent a keen 
student breaking into the 'informal mode'. Do not forget the 
password or it becomes impossible to mark the test. 

So there we go. Full of interesting features, this program is still 
very easy to use as an examination tool and would be ideal for 
schools or colleges. The use of a joystick 'mouse simulator' 
should persuade the most keyboard fearing student to attempt 
a computer controlled test. Alternative tests can be set up for 
students to run Informally and murk themselves in preparation 
for a real examination. The facilities are oil here so start typing 
in your questions and setting up your examination files and put 
your family, friends or students to work! 
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MCQ TEST Listing 2 


BASE* J»1G »K , K :NE.XT K 
FH 4200 HEM T J 

CM 4?0S fQR 1-7 TO IS STEP Z;POSITION it, 

■■ “] J P(JS ITIOfc 3< t I[? ■■ I ”j;P*S]£TI 
OH 3 0.1;? " iNtHY I 
HC 4 2 0 7 FOR JJ-2ZB TO Ut> ST£P -liPQKE M2 
jJ-t:NEWT JJ 

JL 4119 POSITION 22,Ol? "'Pit'S h BUT TUN”; iTO 
R U= 1 ID 20; HEX t MiPQSJTIQH ?Z,9t? "PU 
Stt l-lim ] "’l FOB HI-1 TO i’o; NthT *4 
CM 4215 IF REEK £5327?) =5 THEM Il^tllflilEfT 
=#;G4SU# 7606 I GOTO 4210 
FO 4Z2Sf IT StfflEG(61=l THEM 4210 
ait U30 PDSIYLOM 22.0;? ■■ ""i ;ro 

S JJ-1S6 ID 220!POKE H2rIJ|MEKT JJ 
H* 4235 NEWT II; POM Ft DR 22,0 : 2 ' HIlil'M*; 

: F □ fl M=I TO 2 00;N£.KT W! POSITION 
2? 4 fl: q 111 " 

DM 4 240 Hr 1-100 ; UP 1-1 J 41 i POKE. H1 , HPl ! O-US B 

(I5».VP1) 

«V 4239 HtTIIRH 

FJ 4279 bbTft M, 0,0,0, 6,0.224,224,64,64. 
M.ti.si.i.e 

iH 4200 DATA J.i 1 i f i f **a,0 1 7,7,* f T,7.4,4, 

4,0 

KD 42TB ncn 

SE 4300 REM SET UP UOt?TI0N5 

HK 4310 DIM OUE5TPAVS(*9451,ANSWEHt(2661j 
HAMSE3G1 

LF 4 3 50 OUESIDAT*(11“ i SHlt IT DAT 3 ( 614 52 = 

.6UESTDATS £21 -C1UESTDAT 4 ; RMS tl> =" <a I 

ONStt 051 =■” "CAMS £21 -ftHt 
Oh 430* HARS="liHM»hOFJhOo4Erj»J||rOtHaQai J L 
Y0" 

OP 4379 TRAP 12399:CLOSt 'B1:OPEN Hi,4.0.H 
AMES IA-U5RC AOA EHANiJ ,ADR (AUtiTDATSi 1 !£ 
LD5t ttltTPAP 40099 

OK 437$ SFCSiT=ASCEQUESTDATS£9304,OT94I1R 
JMitAiC tOUiSTCAIS 1*905,81D3H»41 
IF 439* POSITION 5,0:7 DUESTDATS£0904,BTO 
35 

N-R 4305 POSITION 0,1:’ " lPI*)(-"£ ASS (4UE5TD 
AT S C 9 70 45 J ; ”fcr 9 ,"■ t Ait LAUfE 4 IDA TS £00*511 
j "Hins) (l 

Mil 41?# POSITION S.12C9 "press-SIAfll"; CFO 
A N=1 TO iSlHiHT WcPQSTTIBN 0,lZc7 ’"or 
e 9 s- PiEtiM " :row N =1 TO iOiNEHT H 
CD 4400 It PECK45327?) 06 THEM 4IM 
AK 4410 FOR 1 = 1 TO 20: RAMS 11*0 . I*S+4) = &ElE 
STOATS(JH423+41T,IW4Z3*4215iNEXT I 
OH 4420 OUE5T-0 lCOSUB 7500 : QUEST = 1 ; GO SUB 
7600JPOKE 10,0-POKE 13,0-POKE 20,53 
AM 4390 RETURN 
in *301 PEN 

02 4319 REN HARK ROUTINE 

EC 4329 PUKE ftLHTM.SCSHDfPO^ OLT5T+5, 
sen 1 M I r COR-9 i HR D -COR ; Z.EH - DDR 
HT 4539 FOR 1=0 TO 33^POKE 00RtBDARD6J+ 1* 
7 + 4 B+K ( £1/2*1 -INT £1/205 5 «lB)t|*UII(I/2 
Ol , PEEK (ADR CRANtl +H 41 *3B 
HE 452 5 IE AMS (1+5 r 1*51-"' THEK ZER=ZEfl+ 
±;GOTO 455* 

Jh 454# IF AMSlI+B.I+SIrBAMStl+SjI+BJ THE 
H CORrCOU-t 1 : SOUND 1,10, 19 r 9:F PR H=1 TO 
ie :hen 4 Mi sound 

LW 4530 1F AMS(T+5 r1+5? ORAMS13+5.1*51 TM 
EN HPOJHtHO + I iSUUND 1,254.1.4,8 I FOR IR1 
TO IO:HEWT Hi SOUND 1,4,0,0 
JO 4500 REM 
FH 4570 NEWT I 

on +500 FOR H-i TO 2B0:NEKT H:POk£ OL1ST + 
* . SEPAL Cl : POKE (bt I ST + E , 5CR9HI 
Ml 459# OrOUFST ! OME5TTO : tOSUR 7609 lDU£5T= 

i ;pusiiion 11, 7 j t ‘Tnaasrsaa" 

JE 4099 POSITION 14,9;? "CORRECT ";CQ«:PO 
51 T ION 14.11:? “MftpMG 11 , WKD [POSITION 
10,15:7 "‘BLANK .! £ER 
cr 4619 POSITION 19 , 1* 1 9 "FlKftt SCflftt H iC 

on-HR* 

LD 4020 POSITION l*.l?i? - 

IN 4540 REM 

CH 4550 HP I=196 IDPi“13B:PBK£ H1,HP1 IA=USH 
££535,4*11 

U H *500 POSITION 22.*;-* 1 VTatff.TfK '; ; 

TOR H=1 TO 1501 NEKI Hi POSITION 22,0;? 

Jfl 457* REM 
DM 4000 RETURN 

TJ 4533 REM CHANGE BULST10N NEXT 
LK 4 700 OUEST-C1UEST* 1 i II RUE ST =1 1 flttN IIU 
£5T=i 

j li'J 4 7 1,0 pr&UFST : QUEST =6 : GQStJB 7£BO:OUEST = 
Q iGOSUB 7 69 9 
• an *724 RETURN 
IN 471# PEIW 

HI 47*3 RLM CHANGE AUtSTlOM LAST 
DZ 4/39 OUEST-nUEST-l;XT RUE31-0 THEN RUt 
ST = 20 

OK 4769 R -OUC ST ; C1UCST ■ 0 ; GOSUD 7S5B LlSUt IT 


MD 1 REM Xim-lHHtIHW+X HHB i mjlJlILM + + 

W 2 l£M * MCQTEST * 

CM S REM * GuESTIQN 5ETTE4 AMO EDITOR * 

go 4 reh * tu pmm Nowlinas * 

HT 3 REM * (LKTlHa J> * 

55 G REM* -* 

HR 7 PpM » PAGE 5 MAGAZINE ENGLAND N 

MU * PfM i tTirwi HMHi m 

MO 3 tun 

PC 12 REM 

5D 10* GAAPHIC5 0:t(tSttH £600: DIM DUESTPAl 
*(03081 ,RSCl) .NAMES(201 r MAMt(I5),R*C15 
, PK £51 .. A* £1141,05 £200) 

HF 130 OUE5T0ATE £ 1 1 =” ” ; OUES ID A I 5 19305) 

" H : QUESTDATt €21 =9UCSTOAT* 

OF 135 DUESTDAT 5 [9704,9703 I P»" 

SL 149 7 "FHTFR: - Q HEH OUESTIQM SET”IT 
0 ADD/ALTEP OLD SET” 
rt 150 INPUT NS 

HK 150 If WSO""A“ AMD HStP3" THEN 149 
MH 170 IF N£ = "0<' THEN GO3U0 *#* 

BE 1?* RfH 

OP 200 REM qUE?TTPN LOOP 

DR Z10 &05U* 1*441? " E"t+r luntion £12 
Ol ta writr/idi T' 1 : ’ "Of enter 4 to €Sn 
t p nup" 

PU 330 TRAP 20,0( : INPUT QUEST [QUEST—INI (CTU 
E5T):THflP 400*4 

Ml 230 IT OULSTlU OR PlttST??* TMFM 210 
DO 240 IF OUEST=B THEN 599 

59 250 GRAPHICS 9 : GO SUE] 1000;GPSUO 7044 I G 
O5U0 7000 

A C Z 7 9 GO SUB l5l0)G05U# J000 
HN 509 CO TO 200 
SO 609 REM N 0 ME FILE 
E E *14 GRAPHIC* ft:GO SUB 1906 
EP 6 14 " "Ent*r S - (JVC File T.U PlSC"; T 
11 C - continue editing”: 7 " 

P -■ Output (lie 10 prpotFir" 

NO 5 15 7 ’> R - RdufA to Min pragra 

N" 

*5 515 INPUT Rt-1 IF NSO"S" flNO «50""£i"' Art 
D NSO”C” AND NSO"!* 11 THEM 514 
JI *17 If HS-l-C" THtN 21# 

UV 519 IT N* — " p P" p THEN 300 
«P 513 ir N5-"P" THt" 5000 

VU 620 POSITION J,5i’ "PTfStlTt title hCAit 
pr- M 

vy 03# P051T1AH 4,0:2 OUESTOAT*(00*4,U?4S 

> I 

DP y4v M*Ot to Kr>1(/chsngt 
“ tAT*r 3 OP N lh 
N7 650 INPUT NS:IT NS £>"?"" AND WS£?"N" TH 
EN 549 

H j 669 IT NS = i, N , ‘ THEN 600 

TO 670 7 “IfltrF A9MO- IM9K 70 rhirsl’ ilNF 
Lb T WAMFSiFOR T = LEN (NAHFSI +1 TO ^0 :k*MF 
5(1.11=" " 

HN 0/6 OUt?TpATS(0*64,0303)=N*MCS 
JM 0U0 ? ; ? 11 IJMF SFT- 11 ; esc (BUESTPAT3 (03* 

4 J 3 ; "hFi , "i Ait CPttfcynjATS (BOOST 1 ["nins" 
KT 690 ’ i? "Do gnu W4F1 t Tu set/Bit pp TIM 

t tIMlIT"l? ”T or K” 1 INPU I NSiTF MSt”# 1 ' 
THEN 720 

»M /99 ? "fotOf- X > **o in hr t, Ha ns eg 1,30” 

; INPUT VI .Vi 

DS 710 QUEST DATS (9 304 . tt 904 > =C H« S (Ul) C QUF S 
T OOT 5 I 9905,93051 =CHR$ (VZI 
OH /Z9 PEM 

SB 7 SO RLM CflMMTT TO STORAGE DEUICE 
FK 760 7 ""ENTER rlltWO+tf FOP STORAGE" :INP 
U T N A MC S 

O? 77fl TRAP 215 9: C LO SI 111 Ul.H.P.NAM 

FSiPRIMT Ml ,OUESTOATS Eli,*3059 :CLOSf P 
1 ! TRAP 40000 

2G /HT? 1 Cal’ i i 09 : y if if '■■‘Return +e mj i n 
A«uirr.tM (F/KJ"! : INRUl N5:IF MS = "lf” THE 
N RUN "Dl : MC DTCST . 1“‘ 

V.F 73 0 RUN 

Ht 4i** f !? '? BI tfl hqhF DF FILE eg DUFIL 

ENClME .EKI" 

0? 510 TrtPUT NAMFS 

TO 320 HANS "U|?hi hm J 006 J «M» J H rfS*0“ tH2 i I J L. U 
f-- 

vtr (t 111 I PAP V65D: CLOSE rtl'UPLN 411 , 4 . U . HAH 
t I ; A= 113 (1 ( At P ( HA NS ) , * D R (GU E ilPfl T J t J ; CL 0 
St Hi;TPftP 40000 
RD 940 REM 
70 950 OETPRH 

Hi. 999 RFh PFTllPH UIIHSilT SAU1NG 

ElQ sijij -r "Hfe MOW sure? . Any flip being " 

; ■' "VOi Tfd rthrf net (ivrd will bi‘ Id", I" 
US 319 TNPUI NSrlf NS[>"T” THtN 1 1D 
N E 1 9 29 TWAP ^iOO:RUM “Dl : H( IITli I , 2“ 

If: 1000 RFM flniJTTNF FOR ANALYSING I HP 11:1 
NEl I9Z9 ’ “toi+f ! [?1 heeijer r :a4 port gne 

(ti»n"j7 11 II Mhuli lj'1 imwrt £1 

e-b.r +pe" : E NPU E ft", V Pt F K (ADR (R5 l 1 

it 1<I 2 3 ]r U f? HR '■> rth HR u 1, / OR V GO O 


TO 649 ■* : 

he a der? 


VP 

5L 


tr ZOSti It HPl £134 THEN G05U0 l lBBOlGOSUH 
4150 J GOTD ZTiOD i REM ftt'Vl E H 0/A 
SA 2060 IF HP1(154 THEN GDSUO 110 9 9 :GO1U 0 
4400 ICQTO 2500 I REM EBIT 
SH 2*/9 if HPl <201, THEN C 0 SUB 9200 [GOTO 2 
SCO:RLM GOSU* AH>NFB5HFFT 
LL 2OB0 GOTO 2S»l:ftEH N* CHOICE 
YK 21*0 IP VPK154 THEN 2540 
SU 2105 IF HP 1 (.7 6 THEN 5QSUB 11OB0 ;EiDSUD 
1P#0;GOTO 7554:«EH DSAVE 
SM 2110 IF lif t (105 F ItLN 50SU* 1I6U*:G95UB 
1109;GOTO 144»:ft£* DL *AD 
HJ Z120 IF HP! (120 Tht,H GOSUB 1100* i G 0 ?U0 
4510:GUTO 2500:HEH HARK 
MM 21 IP IF HPI( l5fi THEN GOSLJD 1 iOOO ; 6.EJ SUB 
9DVH;GOTO 2500[REM RESTART 
JM 2149 ir KPKlEtZ THEN G45U0 4744:5010 2 
540 IREH HINT 

I F 2154 GO SUE, 4 7 5 E>: GOTO ZSOOiRLM LOS I 
HK 2590 GOTO 2000 

Li 1699 R€M T/F ROUTINE 

YZ 37*9 3UB»DE5=INTffURl-46>/15.«) 

EL 3710 If HPl(134 THtN VLUSz«T“ 

LH -3726 IP IIP 1J -199 THtN WLU$=“F" 

TM 1770 IF ULUt=”T r ' THEN If (PEEK(5CREE* f 
Ol+313+15U00UESN001 1 1-C5Z F I9L.H P951IIDN 
12J7+(SUBOUE5H21 1? ” f■ ' 1 ; :GOTO jO0* 

OF 374* IF IJLIlS-' T" THEN IT (PEEK (5CRtE* ( 
4? +J1 J+ (6ll4OH55»041 » 1-LOO THEN P OS IT10 
N 31,7+ (SUBDUE3*2) :? ■■ T 11 J lCOTD 3090 
HM 1/30 2r y LU5=‘"F"‘ THEN IF (REEK (SCREEN C 
Ol+317+(3UOaUE5*0011>=30 THf-N POSITION 
3*. 7+fSUBDUE5«21 3 7 "IMf ; 1 G0T 0 4400 
KJ 3764 IF Ul US—F" THEN TF (PEEK E5CHLEN C 
6l+Jl?+(?£tBl3UeSrt6*1 11=166 THEN POSITia 
H 3O,7+(SU0OUtS*2) )? 11 F "ICCOTO 3004 
5H 3B04 REH HARK UP ANSMCHSHtLI 
3945 Pi ACF-QUESmS * SUBOULS 
3010 IF PEEK(SCREEH(0)+313+tSUDAUESrtOO 
11=144 AHD PEEK[SCREEN£01 +317 I (3UUOULS 
*66!1=34 THEN *N$ (PLACE.RLACE1 f'T" 

ML 36ZB ir PEtKt9C*eeN(#)+3t5+(SUBQUE5*00 
11=52 AND PEEK(SCHECH1*1*317+t*UiDUES* 
0011=166 THEN ANS IPLAtt . PLACE) = ll F" 

FR 3430 IF REF*(SCREEN EOT+313+(SUOOUESWBO 
11=02 AND P£tKCSCSFFNt#l+3174C5bBQLIE5K 
5WIJ -J( THEN ANSfPLOCF.Pt ACE*- 1 ' ■■ 

IH 3040 If PEEK CfbCdEFN 1*1+313+ (SUBOUES«BO 
11=100 PHD PEEK ESCRECN lOJ+317*(SUBDUES 
NB911-166 THEN GD5UB 3720 
HR 3*49 REH: UPDATE SCOREBDARB BtrDWE WtTU 
HN 

¥F TBS9 FOR 1=9 TO 4 

ZP 3BSS ¥=16E+((QUEST 14/43*0+(ttOUE?|-l) 
/4 1 -TNT E EOUEST-1J/41 1 »4« 170+'40*1 
EK 3060 IF PNS (OUE5THS + I , OUE bT*S +1) ="‘T " T 
HF N POKE ADR(BOARDS! +V,52 
ML 3*74 IF ANS(flUESTW5 + I r GUESTK5IIl=""r"‘ T 
HE K PG*£ A&fi(SflflRDSl+V t 30 
Rf 3*75 IF AN((aUF9TK5+I,UUE5Trt5Hl= - " I 
HEN POKE AIUTIBQ ARPfrJ +Y, * 

G3 30*5 NEKT I 
fll 3?*0 Rt TURN 

«G 3 9 1 9 #Ett 5H0H QU T INF TO CDtfPLLTE Lilt S 
940 

MU 302 0 POSITION 32.7 * (SUODUt 5*2 3 T ? cl T t 
F "J 1 ANS EPLOOE , PLACE J ="' 11 iPFTliRN 
JA 3921 RFH 
RE 37T* GOTO ZOOU 

HP 4990 REH SET UP BOAPD POINTFRS AND TNI 
TIALIZE 

PM 4914 DIM BO ARDS £7601 , T£WS (6*1 .VLUS (11 
, ANS (J #5) r RAN5 (1051, TiUEftlll JflLSdl) 

,RFU5 £413,SCREEN Ell :5CRLLM-l 
DM *415 AMS(105,1051=" - 

It 4024 RFSTARS 549QIFOR 1=0 TO 11:HEAD T 
EMPtrBOARDS(I*0#+1,(I+l)W»01=TtHPSIREN 
T I 

9C 4070 DLI5T±PEEN(5001+2S6N*ttfc(SOU 
HL 4040 SCREEN(01=PECK(6B1+ZO0*Ptt*1*95iS 
CH*L(J = DfirK (rtSl ! SCSOHI = PEEK (071 
CH 4*5* SCREiOfll7ADRiEOAHOSli5CR1MI-INTI 
SCREEN (11/2001 ) ?CPUO=( (SCflFEN(ll/2561 
-SCH1H11*Z05 
FT 400* nur>(=l 

WD 41*0 FDHt DLIST+4.5CR0LUspOKE 0LIST+5, 
SCRftHI 

AH 4119 RETURN 
CO 4146 HEM AEMIEH Q/A 
TO 4150 RFM 

Ml 4100 *fl?t=Pt 1 + T67: FDR 11 = J TO 201 PtlEST 
-II; OPSUff 76*0 

HU 4105 REM PUD t OH HtCI AN5HLR ON +H -(,HPU 

HICS 

Yl 417# FDR J-0 TO 4 

41*4 if HAN$ (1IN5* J , TINS* Jl =■"!” THEN R 
LSTDME NZ/OiFOP *=1 TO I6:BF A D KlPOHF 
BBSt+J*lD*W,Ni"tXl I 

4170 II- NPNS(llN6 + J,IINS + Jir"F" THEN P 
EitOHC 42**ifAR K = ( TO 16 I RE AD K:POKE 


OH 


NO 


Listing 


28 


iVtw A ton User - fjrswe J# 






































































MCQ TEST 


DidtlUI 7 5*5 


i HU 7£$« 7 «| 


5i? NiHWlIH" : 



HL 4 7 ?0 SL 1 □ R N 


‘-■—>—1"; 


m 10070 position 5,1®;? H Td computer bid 



AS 47®B REN EDIT ROUTINE 


cj Zio* 7 


to ASSESSMENT 1 " rPOR H“1 ID IBOmFXT U 



MZ 491® HEM AUIHOJirSATTOII 


I 


KF 1006B POSITION 0,16:? "Please enter m 



UO 4®?® POKE Ht,® SPOKE *2,® 


KM 7170 7 «*--- 


Wt of HiratlDfl file”: 7 ,r 8.g. DliFILFNA 



k-ft TRAP 13!Ofl;RUH ’■HsHCnTEJT.I" 




ME * EKT W 



Vf, 4*40 map 44000!RETURN 


AJ 7200 RETURN 


OH 1 *055 7 M Cnr tupo EDIT foe qiJo;tiOFf (d 



91f 5 WOO RE H DAT a rnp. SCORE DO ARB £ 


US 7100 REM TERMTH a T F 


1 lor) 1,1 



UR SOlO DATA D RflnRRRRRRRRB fl HDOnRRRRRDH Rfl 11 


UH 7110 CQSU6 11BOB5POKC 3Q8,0:PDKE Hl,Sr 


KU 1006® INPUT NAMES 



P RORRftftft A * R E 1 «M3»4fHfl*»*r®**-»i4?{ 3 4 *~® 


GOAPPIlCl 0 S POKE 02,2 


Ail. 1SQ7B If NAWS-^EDIT" ntl* RU* "DI:MC0 



0 t - K*l TfHTTf \ 


Ff 7liB END 


f t SI ,3" 



HR 5*24 DATA i fTtst't^i«orfuse*£rI'ovnofn e y 


LR 7110 HEM 


DP 1020* RETURN 



t i □ nt* I A Dfl RGROH WH n R E P C RMRRHD R DRW 


MU 7501 QUESTION PLOTTER ROUTINE 


CM 10880 0PM OPTION ACCESS 



HflRRRRBMRRHRRD 


KQ 7600 POKE 62,lsPDKE 81,30:IF QUE5T=« r 


LK 11008 TP Kt='-N” THEN COSUO 20000: PDF ! 



p« son Data j »rj“w*l« r*t«E HU 


HER POSITION IB, Ji? ” "J 5 CDTB 76Z0 


GOTO 7500 



— ®Y® 1 n-a“®®( 1 (HKb - v®* j ®*b“»*® | **!»-*#* 1 • 


LC 761D POSITION ll,Ii? OUESTj" “j 


Db 11010 RETURN 



®b - **® | **b“*®’ f 


ft 762» POSITION 13,35^ 0UKS1 DA?5 (nULSiTRN 


PK 1177® REH SET PASSWORD FOR LIMITED FUN 



A R 5040 DATA |**C ,, >**l®*C^*®*l*7+t”-*®*l*®t 


21+1,QUEST*4Z3F10ZI 


CTIOH ACCESS 



“*** | *#,: -®*I | *®4 1 fTd~mj ®*®“®®* f * 


PD 764* PONE 12,I:PQKE B3,10 i POSITION 1,7 


UH IZflO® DIM MS til . KXHS431 ,VYVSC33 



®d“*®® 1 ®®d’ ,T 0® l 


! 7 Ot7ESTDATSrDUFSTN4Z14l«3,UUEST«423+3 


BL 12085 7 ^ACCESS ALL Ftl H C TIOKS+ TY/NJ “ 



QX 0*3 0 DATA | ®®e”*®® 1 ®®e“*®®:| ®®e”®*® | ®*T 


62J;i 


: INPUT KSJlF NSSJ"Y" AND MSO"*” THEN 



- ®®® 1|®®® - ®*1 H—4 _ ®®*|fl a“**o| r 4®~®**l r 


PK 7(6( PURL 61,10SPOSITION OUtSTD 


12006 



*j-*#*f r-i-l~®*a 


ATS tflUEiT+IZI+HI. OUFSTN4234416) i : POKL 


LK 12007 IF NSz'^J' TH£r 12*4* 



NR $860 DATA 1 **b”*®* 1 ®®b - ®*® | 88b 1 "®®® | ®*b 


63,33 


BR 1201O OPEN ttl, 4.0. “*:■'!? :? "561 RAss* 



~®®® | »Wr“tt 1 { ®®f “®»® 1 ®®r~®®® ( ®®* “®88 1 ® 


CP 7EES REM MOW FILL IN 0OKES 


DP® - 4 1611671 



®e“®®®l®*t“®*| 


IF 7E70 PQKE B3.S3)FOR 1^0 TO 4JPLACE“OOF 


SI ltDZB 6 0 R 1-1 TO 3;OET ni,JUXHXS(I,I)- 



UC 5D7D DATA | 8®,f-®8*I ONd”*®® | ®®rt - *®*f 8*4 


5T*S+I 


CHHSLHI ; NEKT I r CLOSE ttl 



“®o* 1 ®*d“** t [ #®®-®#® I 8®#“®*® 1 ®®e""®®® i ® 


HL 7 E 7$ If DcrtST-O THE* POSITION 3J,7+I#Z 


CO 1203* ? r? XXXSIHO^I 



Do^awiwe**®! 


" T |F "j 1 EOT L! 7700 


DR 12040 RETURN 



fit bout DATA |+fD'TTfh>«~*®*| W 


K5 7673 REM 


CD 12180 SFM 1IBIDO PASSWORD 



'"®®® 1 r| a”®® | | ®®D”®®® t 881*“®®® j ®®b - ®*® t ® 


OC 70 BO IF A*# (PLACE , PLACES-“f** THEN PQSI 


CP 12200 SOUND 1.200,1®,aiTCR MM=1 TO 15: 



Wb~®®®|®8b _ 8®i 


TION 31,743*?;? "■«: t i 


NEHT mm;SOUND !,*,<,0 



AC 50 80 BATA t*®c“®®® | ®®c“®«J ®®c“®**6 ®®HT 


ON 768$ If AN-S (PLAGE, PLACE! :"F" TMFN PQSI 


QH lIZUil POSITION 25.03-+ 



“**® i ®*t“8®[ t**d“®®#| **4-®8®:| ®®(f”®®®|l® 


TIUH 11,7+1*1]? " T iO 11 ; 


Sf iZZlB OPEN «2,4,»,«H:FOR KKr( to I:G 



•J - *** | ##4^8® 1 


JJ 7456 ir flNS EPLAEF,PLACE1 = kl ■« THEM POsi 


ET HZ . M:¥YYS£(CK,(fK|=CttPiSiKl INEKT KK :CL 



HE $180 DATA l»W**Df|®»(-m|**e"®Tf|t« 


TION 32,7+1*2!? " T J f “7 


05C »2 



"""8®® | *8r _ -*8- f | 4 *j-®»® H | r4j — 88® | r 


TJ 7 700 HE H T T 


YC 12220 IF KKNS-YVYS THEN K*1"Y" i *C-*:GO 



1 4" r 88®H “®a“88 E 


OH 778B REH DISABLE MftOK 


SUB 60J$ 



HE 31 IB DATA | T®b - ®881 88fa“8®® | 88h"8881. 88*1 


IK 7800 POKE 16 ,B4;POKE 03774.B4lRFTURN 


HH 12230 POSITION 26,®:? » H :HET 



_ 8»® | ®8b“881 | 8®c“8®8188r “888 | 8 ®r““ 888f8 


01 7883 AtrUltN 


UHN 



8f~888| *8c“*8l 


BN 800V HEM PH6RAPHICS SETUP 4 


MS 1?4S* HE M TRAP ROUTINE 



TT 51H DATA |8*fl“888|88dr’®881 *08-88* P®8d 


J£N (BIB P-PEEK €18*1-16; PB*g 54Z7? .P IA-P"I 


KD 12300 0UCST=O: COSLIf! 7000 ; DOS I 1 1 DM 4.Uf 



-‘88® | 88d“®8 1 1 ®®*-®W8 p ®®#-8®W I 884 - 888 ( 8 


SC 


? "DISC INPUT tHHUR" 



*8-88® | 8*8~80| 


Lt B a 28 ROHE 558,6? 


HC 1151B POSITION 4,7:7 "CHECK - DRIVE OK 



JC 53»« fttH 


LU 803E N1^SI?4«:HZ3B3£48 





Et DOSS ELM BASIC SCREEN 9RAH 


KH 8036 POKE 7*4.12;POKE 70S,?6 


MH 12520 POSITION 12.10;? "FILE OH DISC?” 



DO 6 (PI A GRAPHICS I;ED}U9 7miPDKE «2,8;C 


DT 6B40 RESTORE B TOO 1 FOR 3 = 1636 TfJ 1416+4 


2ft 12530 POSITION 12.11;? "CORRECT riLE? ,p 



OSttPi 744« 


9:READ NiPDKE I,X:RENT I 


Hll 12546 POSTTTQN 12.14:7 "PRrss Li Mrl ? • 



PK ((ZB POSITION B,B]7 "TITLE- 11 ! :REH CHAM 


HfT DBS* RESTORE S0*O: FOP T-1016 TO 1DL0 + 4 


FL 12550 IF PEEK (331742 0* THEN 12550 



GE T□ TITLE* 


a:READ KiPOHE I.*3 NEK f 1 


WR 12506 PAXt Hi,03 GRAPHICS OlCCSUB 7800; 



AA sex* position 24,1s? ■■TIW; *; 


GA BBSS ROHE B227Z,] 


HUN 





PK BBSS POKE *23,2 


DI 12580 RFM 



- 1 --, ■■; 


CP CBbB i(Pl = l?B :HP? = Z24 5VP1-134 L UP2-11B 


UC 12700 Or(ME3 (i dUEST-0iEO5U0 7*00:00511 



PL 0448 POSITION 0,29;? ■" \ D-SAUE | 0-LOAD I M 


HE 8870 PLl:«l(aS6: HIUHT(PLI/Z36T ] LD= [ IP 


ION 4,01? "DISC INPUT ERROR 11 



ARK f RESTART | | HEM T | LA ST 4 *■ 


L17 , 2S6T -1*1 (PL172S6) I*£S6 .! POKE ?07 . LO E 


FF 1271* PCS1TIDN 4, Jj ? ’"DISC5AUF FILE 1 " 





PQkF Z 69,Hi 


PC 1272® POSITION 12,1®!? ”«0I UN DISC" 



-—r--p*4--■-1 “1! 


tS 0800 POKE IflS.LOiPOKE i0t,N±+L 


dK 12730 POSITION 11.11;? -'OH DISC FftUL T M 



TH 6060 POSITION B.ZZt? ■■ | TERMINATE EflEVXE 


FT *080 POKE K 1 , H P1 •, F(lph KZ,0PI 


MD 12740 FOR UMrl TO 14*INEPT HH:GUEST—0: 



14 0 /A [ EDIT 1 ONS HtK SHEET \ " J 


UO 0085 MOUErlJSR^ )53*rUPU 2 HOUE-USRC1616, 


GOTO 1*00 



BT M?B POSITION 0,211? "*- 1 - 


VPU 


A* 12800 Or Out. S T ;nUtM-6; 6GSUB 7600 : POSIT 





AL 6110 DE1U0N 


ION (,C? "DISC OUTPUT ERROR' 1 



tp ODB* IF Ngr® them si*o 


ML 8086 RFM DAT A 7 ON PPf MOVEMENT 


EH 1201* HUSIT10N 4,8 1 ? "DI5CSAUF FILE" 



RB 6DBS POSITION *,ZOf? 'IHHtHHI 


EL 4700 DATA 104,164,104,14 1 F 41,6,IbB,0 h 1 


BNf IZBZ* POSITIOK 12,16:7 "PHOTFCTEO DISC 



mmtammmi-t 


52„145,?0 2.1 St r 784,291.162,0,172,41,9, 


T" 



UC 6 0 SB POSITION 0.22:7 -k | 1 MM 


188,31.4,145,207 r ZOO 


L*T l2*a* POSITION LZjili? "&ISO PULL’’" 



MIHI") 


Fit 681B D0TA 23Z , Z24,8,2B0> 245. 80. 1 . Z„ 4 , o 


HC 12940 POSITION 12.12:7 "Off DISC FAULT? 



4H B 9 7 S REM NOTE LINES 6065 AND 60S* AH t. 


,144,140,182,248,8,8 


- 



THE SAME AS 604 B AND 6060 MTTH ■ tiNWt 


MT 9121 REM * 41 BYTES 


La 12*58 FOR WH-i TO ft M El ; N t K1 HH:OUEST-fl: 



H5E SPCAE1 TO REPl Apf HDRDiNfi 


■Mil 7000 DATA 10 4,184 , 104,141. Hi, 6 , IBB, 8, 


CO TO IBS* 



AC BIBB RPTiIPh 


152, US, 245,116, *00.231,102,8,172, 121, 


SR 1JHUU q-OUCST;OUCST- 61 EO5U0 7600 



RU 7809 RFM DRAM FRAK 


6,108, L11,0.144.ZOS,ZOO 


KO 13*1* FD Si TION 4,6:7 “OrSC 7HPUt f.FFUfi 



KA 70 B 5 POtffff (5,1)! POSITION 6,Z:PB*t 732,1 


HJ 801* DATA 23?,?Z4,» r Z00 J Z*S,86 P 265,i?8 


■ ■ 



NR 7Rt« ? ‘U -————-- 


.iff,128.127.128,128„ZGG,O,0 


SI 1302 0 POSITION 4,®;? "RUtSTIDN EDIT OR 1 r 





MC 80?® REM n 41 BYTES 


HR 13030 POSITION 12,18:7 "MOT ON DISC 11 



NO 7A?8 v "JqijEillON 


IR 717? REM AH3+4CRSHEET ROUTINE 


■nr J 104* POSITION 17,11:7 "OR DISC FA(|t I rf 



I-; 


UO 7200 POKE OLIST+4 P 5CR1LO:POKE 6LI5T+&, 


HC 13650 FOR MK=1 1(1 160:NCMT HMiOUEST-Q: 



PE 7810 7 “| 


SCR III! ; TM = HP 1 1 TUrVp) r 4M$H= ; 


GQSUD 70015 



l"J 


tk 7210 PrPl = *8 + 32Nf INI t fOUE 5 T-iJ/+i 3 ; VP1“ 


SI 13*0® HP1 -180:UP1“130:POKE nl.HPl:A-US 



VH 7040 7 "( 


28+4041t€QUtST-SS74>-IHTt*OUEST-13741J 


It LI 3 3 0, UP 1J : RETURN 



l") 


84 ; MOUErllSR( 1 53s r upLJ IPOKE Jll,Mn 


fY 14000 REH ROUTINF FOR 1 iHt UP 



MH 7050 7 "I--- 


UU 8300 U-U+0.:60SUB 2 09+STTCK t 0I8 


NH 1401* DUF5T-4:i05UD fbOB:POSITION IB,a 





" ' 


0 : 7 “BEWiH 11 



tli SODO 7 '•►(aJ 


01 8400 DI-iMTLfUPl Z8S740J+1+TMTL*NPl-51 


CLf 14620 FOP I Pli TO 10: SOUND 1,160.10,0. 



1 T | F V f } 


1^32)84 


TDF M---1 TO 30: NE.K1 Mf SOUND 1 . B . 0.0 :.FDR 



EC 70 70 7 11 | 


LM 74 50 IF S TRJ C < 0 S“1 THE* 730® 


M=1 TO 50 I HE*( H-HLHT IP 



(-t-. 


MA 7560 AMSH-D:VP*rTO:riFl-rn;MOWE = USRtl53 


UH 14010 POSITION 10,14:7 "NOH CHOOSE DPT 



FK 7080 7 ^Jbi 


6.DPDLOQNE Hl.hAl'.PDKE DLIST + 4 , SOR0LO 


ION" 



( t ( e i-i 


JPDKE D1rsi#5.SCP 8 H 1 


IJ 14040 HPiri^o;UF1-13D:POKE Hl.HPtLDruS 



EM 7000 v l “| 


OP 8SOS TF QfOOUtSl T0EN 0 UE 3 T-O ! CO 5 UO 7 


R flSJb . UP1J :PONE 1.8, O ! DOKF ; 18,4: POKE 2 



1-1^—4 “S 


6 6 0:QIIFST 1 □ T ;OUSUD 7600 


4.0 



E¥ 7100 7 ”|E> 


au 8516 return 


02 14656 RETURN 



( T | F i"; 


DM 8600 RFM KESfOWT HOUTINE 


p F 20000 SO LhN D I . Z 2 O . IO . « : F a SITI ON 2S . 0 ■ ■* 



D Q 7110 ? 


YA 8010 POKE Ml.8;POKE U 2 r 0 : CRAPHIt S 8 


'1. : l«4 4rm|iT.CEi3ir'5FOH w-i TO in : HE HI n: 



1-(—I'T 


HM 8*20 RUN 


POSlTiaN 25.0:7 ■■ 



FC1 7JI0 7 "IdJ 


RN 7634 REM NO RETURN NEEDED 


OU i DBl * SO UNO 1jB.fi.S 



t r ( F l"E 


JC 7040 REM 


PS lUOZd RETURN - 



DM 7130 ? "t 


DN 10DOO REH INTRODUCTION AND TILE LOAD 





1--H- Hi “ f 


Cfi 10006 REM 





Ct 714 0 7 "|l8l 


TU 1O01O DIM NA«EDt,20» : GRAPHICS OrDAsUB > 





1 T i T 


990iPOfcE /1U^ 0-: PD-KE 752 r i : P0 ^ I f % ftp* i4 r 
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MCQ TEST The Question Maker 


REH 


twin TEST 

a Hot TIP'LL GHOitr &ui f 
tlP ttivid livilttgE 
(Listing u 


MG 1 

HD 7 GEM H 
KL 3 REH * 

CD 4 HEM » 
tT 3 KEtl * 

t REH * - --___ 

Mtf 7 REM N PACf * HAGA7 \ RE - ENGLAND * 

Hb » HEM 
Lt ifl hch 
H t z® REH 

CP JLBB POKE !9H, l ; (. 0 SU* 7*01!GOTO TO# 
tio l*w HEM JflVlTICK ttDUTIHF 
«L ir HPifzOO AMD y P Jl > JMt THEN UP1-UP1 

* 9 ;ttOWErUlRClS36 , upn r HPl - H P1+0 [ pOK E h 

1 r MPi 

IJ> 211 RR1UHH 

UJ If MPl(Jt)# and vpi>ia THEN UF 1 -UF 1 
V3M*Vi:-U&Rfl53E r UPl> ; JID j-Ctpis g : || 

1 ,H9l 

zj 2i3 Return 

HA ?l4 IT H p 1 ^ 2 B B intH HP I = HPIM# ! p&K L HI 

HP 1 

2P 215 RETURN 

RH Zl* If- HPliEB A HP Vpifice THtfl VPlrUPl 
+ U l Wl VL-US H 115 3 6. UP 1J i HP £ = HP 1 Ifl PRKE H 
IjHPI 

as zi* return 

JB IF Hpl> 5B dN* WPlJll | HEN Opl-VPl- 

•1; HDUFt(i5riie 36 . gpu rHP! -HP1 -If ; Poke Ml 

J HP1 

Zf Zzi rftUrn 

PC 22? ir HPt>3e THEN HP 1-HPi - U ; p D IfF Ifl r | 
Pi 

ZL ll J RETURN 

H5 22* IF DP 1 <19fi If HEN IIP!-PR 1 + V E Mpvt-U S ft 
(iSK . VP1) 

ZH 227 RE I URN 

DM ZZB TF VP1>1« I NCH UPl-VPI Hf : MOVE = U^fi( 
1511,DPI! 

ap 222 return 

AE 23R 1EIS:I*T C [PEEKtlt) tivewtut a}M4s 

S3f.*PLDK rip) J 7561 ; pg*£ 77.* 

»** 240 POSITION 21.1:MH5-JN1(5EC173RSOJ;M 
mi-iKt t ((iEci/Kigj - ttr:' j-ptyj ; ■scc-^eci 
-HRS*3t*l-HlN5*6A-1 
OC 245 HEM PRINT TIME 

250 7 ... “J 

In is? V-1 

fiH Z5S IF RN5H~M THEN Jf 3EC5>SFCSET THFh 
CRSUO 14*«« 

Pt ±57 ir peek mi?«=s then xf nSi"h" th 

EH GOSUB 12?** 

ZK IIS RFTURN 

D± 3BB 6B1US 11IBB;GD1U| IBSSBlMlUD 60*0 
:£0*U6 O0BO:(,«bUn 4fl6»;tOBUH (JBBijCRTD 
3004 

ZE l«4s REM ROUTINE FOR DISC^BVC 
FR IBID Ctflit 
Dll tlJUt" 

CV 1029 PUT «l r FEitcail :Pur «1,PFEK£1S1 :p 
UT ttx. PEEK <2*1 1PUT Jtl,*UEST 
KM 1R3B TOR Til ro 4fc* ; KN-ASCID oand* It. EJ 
1 I Pul 81,KKiNEKT X 

5B 1MI FDR 1=1 TQ IAS I KK-ftSC IANS II. |J | ; p 
U r HI j. Km ! HE K T T 
HV 1030 CLDIE ni 

BE 1*55 TRAP 44000! HPl = 1»R fVP t—13B S POKE fl 
1 h MPI !l:U3RUEl( r IFPl) 

AD 1060 RETURN 

-IP 11BB REM HOUI INC t DR PI 5 CL DAD 
CF 1118 TPAP 1Z7BB;CL05E tt I ; OPEN Nl,!,!, 11 
Pi i 

HE 112* SET Itl.PlOiGET Bl.Fif :CET UijPXP ' 
BET ni , (IUE5T 

11IR fDR I-| ID 760:Efc| HI.HR!EGABBSfl 
,ll-CHUSfNKS ;HENT I 

1*40 F□ H 1=1 TO 1*5;BO T HI . Jfh ! AN* (I , 1J 
fK*i r RE K T I 
I ISO CLOSE fll 


ILL'TRAP 1ZBB* f OPEN 


PR 


KZ 


65 


Cm 


11BB POKE ID,P4*iP ouf 14,Pi7epoke 2fl P 

Zb 

116S TRAP 4060*1n=0UFStinUE6TrD;C06UB 
7600: (!UE5rrO ; ClfilfD 7% *« ; NP1 T|. ; DP 1 z i 3 

OlPOKE HX.MPi;A=USRtlSXa,DPI 1 
Ills RETOdH 

OEM MAIN ROUTINE L fl (lp ZBBB Td 250 
O 

ZOO0 D=W*B.±H[ V {S], :t05ua 100+5 IICH Cli t 

2;KEH GOTO 2000 

2*1® IF S-TRlGtflin THEN 2*00 

2*2 0 3 OH Hi:. 1 , too, 1 0 ,0 : for 0=1 t ci |*^ HC 

kt h: 60 Umd i,.a.*,e 

2036 Th HP1J174 and UP1>45 AND VPl<124 
IHFN SO5U0 l?00:GDTD 2*00:REM tfT ROU 
F I NX 

ZB4.0 LF y P J < |. 4 U THEM 2l00:R€K SELECT B 

O T f 0 H HO« 

265* IT NPL + JO THEN S0M1B 73 10; 50 TO ?¥i 
BBlRCM TERMJhAIE 


R D- 4 P OR V=tl OR D=*? OB UT 0 * DH 1)"*3 

THEN i.BI£ 

CP 1 BJ 9 7 Kh tHROH”j GDTP 102 # 

RI 1035 FDR J=S FO tHPKIJ)=*; ifEHT J 
TffCH PK 112=1 
Then pnI21-i 
THEN F«CI >-1 
THEN PK 142-1 
TKEN PHtttl-1 
THEN PKC#1=1 
THEN FRR IX-B TO 0SPKEI 


FV 1*46 IF 
HI 1050 If H«="B“ 
IJf 1061 If R*s"C« 
kL IB7* ±r Rt-"D- 
L± 1B«« rf Bt=«'E b ' 
nm lose if K±«a» 
04 1100 If Rt-»h|» 
X3-UNtKT TI 
VH 111* xr Riz 'K" 
k« 1115 IF ftS=»5« 


THF0 ft 1*1: 
THEN IE2* 


tL 112* Fftfi II-B TO B:IF PR till — B THEN 15 
IB 

4J 114* if II-O THEN 3T4=?6:5TZ=C41LN51H2 
NK US* IF u>| AND ms THEN CTl-ZS:5T2l 
-J i L*=E6 

TR 1160 IF xr=5 THEM 4T1-2B :4T2=||E : LM =04 

RM 2200 GRAPHIC! B 

E-y 1Z B3 GU3UB 140* ;T rr NDR Ollier tfKl-RETU 
PN“S? ;? "OUEMION m, i DUE5T [2 "PART "It 
IF IIile THEN print "hOAder:SOTO 1Z2* 

gg u*!t if it = * then cpg igbb 
VM 1210 60411* IBSBi? CHH*tII+b4J 
6 U 122B INPUT A* 

Yi 123B IF LEN fA5 I ?LK THEN + n LI-fi TtfQ L 
ONG by “j I CN tuii -LNj ,, ch*rat tens’— 11 : Z r? 

‘■Try shortenini if'iT j? tegfo izzb 

*B I23B IF LFNiA*l<ST| THEN GO^UR 1700: Mi 
Tfl 1+30 

IS 12*0 HEM 1HT ARB FIT IK CAPS 
TJ 125* IF Bt EST1 ,-,n»=" ■■ RR AtESTlntlTlI 
-"- u tHEN CD T * 132B 
MR 126* HEM SFAHCN OOMN fdH GAR 
IE 1270 FOR YziTl TO I. STEP -1:JF AitV.Y) 

O" ■■ and aIiv.tHJ"-" thek reht y:t j 

7 ""NO G*F5 TRY AGAIN fiGCTO 1220 
Pi 12B0 e$(3Ti+ll=f|}[f«l] 

BO 120* FDR Z=STl-± To V SltF 13P5KE APR 
C*Sl +xJ. 323 NCKt l AiMuisi-esciii cogit 
E APR CA5J 1 • 1 t 3? 

CU OOO XF i EN tA$3 >ER THEN 7 37 .AJju^tiFV 
* 1* fit *Rld linathem I »h*ygn 

d liMi t. ShorfoA sr intf r t * “ 

Dk ilia tf Len(a*> flm then 7 .. it ar a( _ wtr 

nd thfl "i5T1 :"th char+{T*r"I GOT* 1220 
IE 1315 REH 

□E 1320 REH MOM LOOK AT SECOND CAP 
CK 1±X* IF 5T2=-i OR LEH(A*)<5T? THEM 505 
US 170*;GO TO 143* 

OJ 134* ir At (ST2,5T21 ='" " DR fif(S|2^Tt) 
THEN GOTO 142* 

VI USB BEN 5EARCK Rom FOR GAP 
S* 136* FOR 1=41? TO 5 T1 STEP -1:IF AjtVf r 
” AND BMTjVH} 11 -" FHCK HEHT T; ? 
"RO GAPS IN 2ND PART-HETRV";j 60 ID 1270 
BN 1170 DS-A5 IY+13 

BP lji> FAR 7:jfl 1 TQ V 3TET -ItPOKE ADA 
I A4l +2 j 32; HE NT I: AS <S IZ • 13 ~W5 ; u G J > U B 47 

0O 

TK tf LEHcat )>ln THEM 7 ■■ Adjusting 

to til grid lengthniif linf'iT ''b+yong 
liWil, Shorttn or insei-l i-in 
NU 1400 IF UNIAfUi 8 THEN 7 « *| *r +r** 
nd tbf “j JTli "th cliprartor" rGOTO I2za 
IK 14ZB REH 

16 143* ACM NOM INSERT INI* OUE 5 TOP rf 
PC t*35 aE(LN+U^" » 

Rf 1450 IF T1=0 THEM ADtSTPAT S (AUC5TH4J3* 

1, RtiEST*4/3HaZl =A4 

GE 1460 If tiJB AN* IlfS THEN RUESTB*Tf IR 
UE4T*4Z?1 103+ fll-IJNS*. *||tSTN + Z J+l*3* ( 
11-11*36 1 ES* r 

WO 147B if rr-S THtK OUSSTbATt£*UFSl»4Z3+ 
327.DU04TB473+41*1-A6 
IE 4S«0 REH 
MU 4510 RENT 11 

PO 1011 COillO 706 0 : M3 SUB 760* 

*D 1530 POSITION I r |g 
IS 154* Re H 
IV 155* RtK 

ISA* RETURN 

REH ROUTINE FOR ANSWERS 
’ “INPUT ANSWERS IN FORM OF 


' TF TF 


Listing 3 


OB 

KY 157a 

VN lis« 
r ■" 

CE AGIO INPUT At 

r.F IC20 If LCHEAtlf?* them + -'i:R*OR'*!T -q 

OTO ItoOO 

TO 163* TOR JJ=0 TD 4 ! JfJf-PEEJt CARD < At) + J Jl 
>JF JfJf<J76 AND KKOll THEN 2 1 ‘ERROR - no 
t I or F"JGDFO 1G&* 
oc 9.446 NfKT Jj 

TJ( 1056 6NtSTPArSf0ijtST*423**l7 J OUFSTN-+ZI 

*+211=AS 

jn 156* Goto iei4;rim num* host g+ loop 

■o lfrSS HEM 

n« 1700 IF i.tN Trttl i > L.H 1 WEN f u k Z-LERlfiSj 

TD iN!POKE ADDfalJ*z r 3 J:N£kt Z:|««fi 


LL4 IN PLANKS 
A* 171* RETURN 
UE ±7*S NLH PrSfiBLC BREA* 

£R 1**0 POKE it r04 IPOKF 9 S77*> 64 f RE Turn 
VT REMi TRAPS 

PM 2«00 ? ;? “NUMERICAL VALUES ONLY!'N COT 
0 Zl* 

JU 2*50 7 "FILE I HP LI | ERROR"!! "IS FI1E 0 
H PISe^il-OR HH-I To 1BB3REHT MMeGOTO * 

oe 

Ht 218* ? ’’FILE INPUT ERROR" 3 7 "CORRECT D 
ISC!" I FOR MM=1 TO LCtllWHT HAIITHAP +** 
A* t GO TO 70* 

DA 2150 7 TILE OUTPUT ERROR"; ? " B i 5< f U 1 
I or protected?-;! "BP 3 . 0 e conn+fted"!? 

"Iltttja) tilrnant 11 

CO 710* PQR HH-1 TQ I*«iRENT MM:GOTO 70* 
RV 7 BO* REH PRAM fttdFE 

Pf 7B45 GRAPHICS 4LGD5U0 16H»;POKE 02 p R;P 
OSiriOK B, ?I POKE 762,1 
NB 704* 7 "I...... .. . 


«0 7*Z0 7 ** EOliEsrru m 

I "I 

UE 7B3B 7 "j 
VH 704 0 7 fl | 


Mil 7B5* 7 ’’ |- 

-Mr" — I-l"P 

EU 7 0 5 B 7 

i 7 I r I“J 

EG 7070 7 >1| 


TK 7600 ? "fbl 

i r j f |“ 
EH 7*40 ? "(| 

I-H-1“ 

ev piee ? "it» 

I T f F 1" ; 

DO ?110 7 “j 

I -(-1“J 


to 7170 T "IdJ 

i i I f F"J 

DM 713B * “| 

I-F—" j 

GE 71*4 7 

I T 1 F |“; 

FIH 7 4 50 ? "I 


CJ 7150 


MW 7170 7 


■“J 


*j 7 7BO RETURN 

bill T511 RFlf PUrSTTQK PLOTTER ROUTINE 
*0 TEBB POPE 02.1: PC*E OJ, 35 ; IF CiUF.ST-B T 
HEN POSITION 40,337 " "j iGDTO 7G2* 

LC 7*1* PCSITI** IOjTjI BUESTJ" "j 
ZE 7GJ( P04I7IUN 11.3:? VUESTP4T9<QUESTN* 
7T+ 1,GUE4T*42 3 +16 %> 

PP 7*4* POKE 02.3:POKE 63,3*:POSITTON 3,7 
3 7 GUESTVATS C A UFS1 #4 23 +1 *3.0 U E S fH* ZJ-* 3 

*21 j i 

PK 700® POKE 03,35:POSIT ION J,17l? OUE5TD 
Alt CDUF5TK4Z3 + 3B3■UUESTN42T + 41E1 } ;POKE 
53,34 

TG 7 S BO POSITION J.iiT " M: u r' +ll 

: POST Hum za.t:? nuFSTPATt cou 
CST* : 423*417. QUESTN+2I+4Z11 ; 

03 7754 RETURN 
IJ *020 REM 

HE Ills REM PRINTER OUTPUT 
RP 4044 TRAP **0OB:RFM TRAP 4240 
Mi, 401* LPSIKT PUESTC.fit* 10004, 5703] 3 LPfclK 
r : LPRTN | “TIlHF-'.SASCfOutSTPATKDTR + JJ 

:"+n t "; ftsccauf stoats( tiii)) r“Nins" 

£C 76 Z B FDR II-I TO 20 I |. PAINT 
HK SOT* LPRTNt “QUEST INN - “Jjj 

AM 7040 1 PRINT OUES tPAT Ml 1*423+ JL . 11»4 2 3 + 
±61 

PA 4*45 LPRINT RUE 5 T BA T> 111*4 7 3 + Z 7 11*4 '£3 
+ 64) 

5H 4B4? LPRTNT i?UE 5 TPAT S i IIN+ 2 3 f , rj W+2 3 

+ 16I> 

SL 7*50 ros JJ=0 TG + 

KM +055 L PPINI CHR£ 165+JJ1 ;"J "jOUFSTPATS 
1 11A4 73+ 1 0 31 Sfi* J J , I! 44 21 + Ifl 3 +5*»J J 9 2 7 j 

IN 4*1,0 IPOIMT PUFSTBAT4£I|1l423 + I31t5BNj.| 

' 1 *** 3 * * 160+55*. J J) ; ■" ,k j Put STBGISci 

1 *4 2 J +417+J.i r iiH4 73 + 4171' J.J1 
OH lijfl HE KT Jj 

CW 400* L PR IN T RUESTBfttS £11*413 + 363 r lIli+J 
3+4161 

NV 41*0 L PRINT : NfhT IXiGRta HDD 
W« siss fttn phirter error 

[IL 3200 ? ENDS 1 1251 1 2 :+ " PRINTER ERR ilk" 
:FOR WW-I lu IflO:NEKT MM 
BN 73*0 trap 40056 : Gfl r D 61* 


30 iVei* Alan t'jei - issue JS 
























































































































Listing 4 - Sample questions 


MCQ TEST 

Sample MCQ-TEST question 

6, T hese authors wrote 1 Imh books 

d) £ykm 


set. For best results make up 

at Steinbeck - The Grapes, of Wrath 

e) Cytoplasm 

17. These looltwlterr ployed in the 19*6 

hi Stevenson • Treunite lskmd 


England World Cup team 

your own! 

ci Shakespeare - Little Women 

TTTn 

«.l Donuki Ford 

til l tominy l by Devil Rides Out 


b l Gordon Banks 

1- 3 he faltowtng cltira are Eu ropcan 

e) Kranti - Mistrals Daughter 

12. Th«c HrtrtutiMhti 

Cj Alan Mullery 

Capitals 


qj AJrica 

d] |im Clarke 

a} London 

TTFFT 

b) Jbetia 

e| Bobby Moore 

to P-urin 


0 Asia 


d Frankfurt 

7. s hese are famous astronomers 

di Australia 

FTTFT 

cl> Brussels 

c) Vienna 

a> Russell Grant 
bi Patrick Moore 

i 1 ) ATabia 

13. These numbers ure prime numbOrii 

c) Galileo 

imr 

to 17 

rmr 

d i Prof Pal. Pendma 


hi 25 


el Birlhcven 

13. These are banes in the human body 

cj 13 

2. 1 he tolluwiny can hr found an the 


ul Cercbdium 

to IW 

MuppcC Show 

! 1 IFF 

b| Femur 

ej 15242 

□ I Kermil 


c) Gastric 


to Dally OlK*. 

5. These songs are sung by 

d) HolariouS 

TfTFf 

d Scooter 

a; Tie a Yellow Ribbon Tony Orlando 

ei Occiput 


d; Animal 

i'i Ld It 5c - Beatles 


19. I he following ate mokes of 

v) Fwjhom Leyhmn 

c) See My Baby live ■ Roxy Music 

FTFFT 

coitipulcF 

dt ’fellow Submarine Monkees 


ai Apricot 

mrr 

e> Stairway To Fieaven ■ Slade 

■ 14- These urc all SorfHsh law ns 

in Pear 


ai Barrow in Furness 

c) Apple 

l. Recognised computer languages 

TTFFF 

hi North Berwick 

di Grapefruit 

ui DUGOV 


d Fort Vi' | Ilium 

cl Lem on 

b) C 

¥ Did ihiese mjrlnirv write the™? books? 

di Portree 


e) fort run 

a) Guest - Ordinary People 

u'i Paisley 

TFT ft 

dj Pascal 

to Tolstoy Anna Karenarun 



e i Double Dutch 

d Daucjlns • Valicy of i he Dolls 

n TT i 

20. the ‘allrriving statements refer la 


tij Hayes - Midnight Express 


Ala ri f.OTnpiiter> 

FTTTf 

e) WhnuMey Ihe Tacoi'i'isi 

15. In chemistry these are gasses at 

a> Thev never break down 


room temperature 

id the first ‘ino.'HMt? series appeared in 

4. The following are square numbers 

7TFTF 

aj Helium 

1979 

|J> 1 & 


b) Aluminium 

Cl 1 he bast mifTO la have sprite ■! PM 

bl 2S 

10 The Following are elements in che- 

c) Hydrogen 

Grtl ph icsj 

d 

mtifry 

d] riaunne 

di The CPU is a 7.50 chip 

d) 1 22 

ai Water 

e) Sodium Bitarbunulc 

c) Atari Basic is now devoid to hucp 1 

e)81 

bj ftlQSS 



cl Copper 

inn 

FTTIT 

rTFFT 

d;i Iron 
ei Plutonium 

16. These characters have played Dr. 


5, Thcuclnm have played fumes Bond 
a) Sean Connery 

FFITT 

who 

ai William Hartnell 

Enter these questions and 

to Dadd Niv'e-fi 


hi Peter Customi 

answers using the Listing 3 - 

d Warren Mitchell 
d> [ohn Forsyth 

1 ]. These are found inside a living cell 
ai NMik'us 

d |nhn NoaJm 
di David. Niven 

The Question Maker 

e'i Timothy Dalton 

b l Ly soso me 
■: j kimxhonflnoii 

f) Falfid; triiutjhlOit 


TFFFf 


IIFTT 



Upgrade from Tape to Disk! 


with the new Atari XF551 Disk Drive and Transdisk IV 



Upgrading from the slow Atari cassette system to a fast, 
reliable disk set-up is certainly desirable but what do you do 
with all the games you have on cassette? Wouldn't it be nice 
if you were able to transfer your collection of tapes to disk for 
faster, more reliable loading? With the new Atari XF551 disk 
drive and Transdisk IV you can do it! 

Atari XF5S1 Disk Drive Features: 

' Double-Sided,. Double Density for maximum data storage 

* Easy connection and quiet operation 

' Smart styling to match your Atari Computer 
' Suitable for 8Q0XL, 65XE and 13DXE Computers. 

Transctisk IV Features; 

' Easy transfer of latest cassette games to disk 

* Aimed at the first-time disk user 

' Step-by-Step instruction booklet supplied 
' Completely self-contained - No other programs required 

* For mare info see Ad elsewhere in this issue 


To Order phone with credit card no. or make Cheque or Re¬ 
payable to Digicom Computer Services Ltd. and send to: 

DIGICOM 5 Unit 36, Whartside, 

Fenny Stratford, MILTON KEYNES MK2 2AZ 


Normal Price ForXF551 Disk Drive 
Normal Price For Transdisk IV 

£149.99 
£ 19.95 

Together Normally 

£169.94 



Atari XF551 Disk Drive + 
Transdisk IV Our Offer Price = 


Credit Card Orderline 0908 78008 



£ 165.00 

Inclusive of VAT and Next Day Delivery 
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TUTORIAL 


SUBROUTINES 



FLESH ON 
THE BONES 


Ian Finlayson extends the 
Casette Database with several 


« the last issue the framework of the address book data¬ 
base was drawn up - this time I will start to put some flesh 
on the bones, The individual parts of the program are not 
very complicated but 1 have certainly found the inter-relation¬ 
ships of the various modules of the program are more intricate 
than I expected, so 1 have drawn up another flow chart to show 
the way the 'Create Database' and 'Add Records' functions work. 
The listing in this issue will not run on its own, when you have 
typed it in {and checked it with Typo 3) LIST it to cassette (or 
disk), LOAD the first part of the program and then ENTER the 
new part so the two parts are merged. You will see a few lines in 
this listing which say 'REM ** DELETE THIS LINE' - they have not 
been left in by mistake but are there to overwrite lines in the 
previous listing which must be removed as they will disrupt the 
new program flow. These lines can be deleted completely after 
the two programs have been merged. 

The main functions in the program this time are: 

* Create Database 

k Add Data to Database 

* Save Database to Cassette 

* Load Database from Cassette 

Three supporting sub-subroutines are also created: 


routines that begin to make a 
usable program, now you can 
start to enter data 


The House/Street field U deliberately long to give room for 
houses with names rather than numbers. 1 did not want to use a 
separate field for the house name as extra programming would 
be needed to leave it out of printed records when not needed. 

The date field is included as a general purpose field which may 
make the database more useful It could be used to record birth 
dates, dates of membership renewal etc. 

Other strings are R$ (Record) which can hold Fields 1 to 8 (115 
characters), DATS currently set to 11500 to hold 100 records and 
IN? for use in input of data from cassette. 

Initialise also sets the screen colours and ensures that the 
number of records (R) is initially zero. 

ADD RECORDS SUBROUTINE 



* Screen Draw 

* Field Input 

* Fill Fields 

INITIALISING STRINGS 

The first requirement is to decide on the size of each Field which 
makes up a record, it is possible to set up a database to use 
variable length records but string manipulation is simpler with 
fixed records, although they are not as compact. Names and 
addresses are difficult to size because of the variety they contain, 
anything from 'Smith' to 'Fothenngay-Psmiff and from '6 High 
Street' to ‘Midsummer Cottage, Huntingdon Crescent 1 . Clearly 
the wasted space in the database will be considerable if each 
field is made big enough for every eventuality and this reduces 
the number of records that can be used, so I have compromised 
on the assumption that long entries can be abbreviated if they 
do not fit. The initialisation is dealt with in lines 12000-12 LOO 
and L have allocated sizes to fields as follows: 


Fit 

Forename 

15 

F2t 

Surname 

15 

F3f 

House and Street 

27 

F4J 

Town 

16 

F5t 

County 

14 

F6S 

Postcode 

8 

F75 

Telephone 

14 

FS5 

Date 

6 


This subroutine, in lines 6000-6100, is used to add records to the 
end of a database in memory. First the variable R is incremented 
by l to take us from the last record of the current data to the first 
empty record. Next we go to a subroutine to draw the screen for 
data entry or display of records (Lines 13100-13299). Screen 
layout is very much a matter of taste -1 have provided a space 
for each field which is boxed in so that the length of the field is 
quite clear, and an additional box at top right in which the 
record number is displayed. There are blank lines available 
below the table to allow prompts to be given. 

The next step is data entry achieved in the 'Field Input' .sub¬ 
routine (lines 13300-13390). To keep things simple l have not 
put any error trapping routines on the individual field inputs. It 
is. possible to do almost anything on this screen by using cursor 
keys and any other keys just like using the normal screen editor. 
Each time RETURN is pressed it is assumed that the end of a field 
has been reached and the cursor will jump to the start of the 
next field. The luck of error trapping means that the screen can 
be left in quite a mess (inadvertently or deliberately) as the last 
field is completed. 

If the input is corrupted the user will not know what exactly has 
been input into the variables FIS to FSJ, so the next step is to 
redraw the screen and insert their values into the table by means 
of the 'Fill fields' subroutine (Lines 13400-13480). The data can 
now be examined and if there are any errors they can be 
corrected by answering J N J to the prompt to return to the 'Field 
Input' subroutine. This Lime the fields are already filled in so you 
can press RETURN on any field that is correct to skip to the next. 
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and overtype any field that is not right to correct it; After this the 
redraw and redisplay sequence is repeated so you have another 
chance to check Lhe data and go hack yet again to change it if 
required. Once the data is checked and correct the individual 
fields are joined up into a continuous string RI, the record, and 
this record is added to the end of the large string DAT$ which is 
the whole of the data.. A prompt is now given to ask if another 
record is to be added, if so the subroutine is restarted and if not 
we return to the main program menu. 

CREATE DATABASE SUBROUTINE 

The relevant lines are lines 2000-2060- As and you can see from 
the flow chart, the '-Create Database' subroutine is much the 
same as the 'Add Records' subroutine, but with a bit extra, on the 
front. As we are creating a new database the program first 
checks to see if there is already some data in memory, Jf R is not 
zero there is data in memory and the program offers the chance 
to save before it is lost. Once the save is complete or the decision 
not to save is made the string DATJ is cleared, out and R is reset 
to zero. From here the add records routine is used (we are 
effectively adding a record to an empty database), 

SAVE DATA SUBROUTINE 

Saving the database is quite straightforward in lines 7000- 7070. 
First we clear the screen and prompt for a data cassette to be 
prepared, then we open an output channel to cassette. The first 
thing to be sent to cassette by 7 (or PRINT) #i,R is the number of 
records In the database, this is calculated by dividing the total 
size of the data by the size of a record, 

It is possible to send DATS to cassette in one big lump, but if we 
attempt to ENTER a string longer than 244 characters from tape 
an error results, so the program breaks DAI $ into substrings RS 
(one record) each 115 characters long for both save and load 
operations. The substrings are printed (using ?) to the tape one 
after another by the FOR - NEXT loop. Finally, after all the data 
is sent, the 170 channel must be closed before RETURNing to the 
main menu, Remember at this point the data is still in memory 
so more records can be added before saving again or using the 
other functions. 

LOAD DATA SUBROUTINE 

The load subroutine in lines SGOO-ROSG starts in a similar way to 
the create database subroutine as we again have to think about 
what is in memory before we import new data. As before the 
option of saving current data is given before DAT$ is cleared out. 
The load (or INPUT) subroutine is the apposite of the save 
routine, A channel is opened for tape input and then R is 
recovered first. This allows the FOR - NEXT loop to be set up to 
recover the records one by one in the string INS, For some reason 
strings that are INPUT from tape pick up 10 space at the front, 
These are stripped off to give R$ which is added to the total data 
string DATS. Again the I/O channel must be closed before 
returning to the main menu, 

SO WHAT HAVE WE GOT? 

We now have the means of creating, saving, loading and 
adding to a database, other functions are still diummy. This 
means that there is as yet rtu way of reviewing the data. If you 



PROGRAM LISTING 
OVERLEAF 


want to see your data in the form of a very large string this can 
be done by pressing the BREAK key to stop the program while 
you have data in memory, then clearing the screen and typing '? 
DATJ' on a clear line. When RF.TURN is pressed the data string 
will be printed to your screen. 

If you have problems with what has been done so far write to 
me enclosing a stamped self addressed envelope and I will try to 
help. My address is: Ian FinJuyson, 60, Ituundstcme Crescent, 
East Preston, West Sussex, BN16 1DQ 
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Ian Finlayson’s Casette Database Part 2 


HO 

AA 

tKS 

XT 

CM 


1 HEM 

2 REM * 

3 REN * 

4 REN * 

5 BEK » 


i N WN WK H K M M KM1CMM BHKH 


TUTORIAL SUBROUTINE 
ADDRESS BOOK PART 2 
by 

ian Einlayson 

OF B REN »----- 

K0 7 REN * PAGE & MAGAZINE - ENGLAND 


140 & REN MMBKHH K M MM M M : MM I t MM M M It MM . KM If NX 4K M 
MO 3 BEK 

HK 20 SORT = J0R0 : CREATE=2600 : MAINM£Nli = IO00 
l SCREEMDfi AH'"13100 : FINPUTS13300i FFILt“1 

3400 __ 

RH 1333 REN NKN taElaEgf^aiaa s*!—* 

OH Z0OO IF R=i.THEN 2850 
YH 2001 REM »»|>ELETE THIS LINE 
Gft 2010 2 “N444 SAUE CURRENT DATABASE 

BEFORE CREATING NEW? ■'j 

MJ 2020 GOSUB KEYPRESS 

DV 2030 IF KEV07® AMD KEVOllO THEN GOSU 
B D&SAOE 

OC 2040 DATA S til s“ 11 i DAT AS ELEN IDA I A$ I ) =" 
■' s DATAS (21=DATA$ : R=G 
ZB 2850 GOSUB REGARD 

OS 2000 RETURN ___ 

RA 5335 REM NMt fnN«aM l3B»« 

GU 6O0O tt=R+l:GOSUB SCREENDRAH 
LK 6005 POSITION 0,13:? “ENTER DATA - 

" : POSITION 8, 20 ; ? "GEHI 
CE AT THE END OF EACH LINE.*' 

ES 6010 GOSUB FINPUT 
JU 6015 GOSUB SCREENDRAH 
PH BO20 GOSUB FFTLL 

HO 6030 POSITION 8,ISi7 “IS THIS RECORD C 
ORRECT? "i POSITION 0,20:? *' 

HP 

NT 6040 COSUB KEYPRESS 

UO 6050 IF KEY-63 OR KEY=121 THEN 6020 
MS 6060 POSITION 0,13:? “AMEND RECORD S - 

"3 POSITION 8,20;? "GOTE 
fig] WHEN LINE IS CORRECT. " 3 GOTO 6010 
TZ 6070 R$~FiS ! R$ (16,30> =FZ$ ! R$ <31,571 -F3 
S : Rf £56, 731 =F45;fl$(74,B7J =FS$ 

H5 6071 R$(B8,3E>=F&4!R$(36,1031=F7$:«6(i 
iO,115)=FBS 

EA 6072 DAT6 £R«H5-li4 , R»1153 =tt$ 

GH 6075 POSITION 8,13:? “ADD ANOTHER RECO 
RD? POSITION 8,20;? " 

<* 

OF 6080 GOSUB KEYPRESS 

LV 6030 IF KEY-83 OR KEY-121 THEN 6000 
AG 6100 RETU R N . 

MT 7000 ? “NT *#* DATA SAUE ***" 

ST 7005 ? “444PREPARE A r>Ifli71 CASSETTE-*. 

PRESS r^ =M«T:rq AND GHES3 THEN 


RETURN 


BE 7610 OPEN **±,6,0*"C!" 

Jfl 702O R^LEH I DATS1/115 

YK 7025 ? «i,A 

HJ 7O30 FOR K=i TO H 

XI 7040 R$-DAT$ (K*£15-i±4,H*il5> 

OP 7050 ? ttf,RS 
CG 7060 NEXT X:CLOSE HI 
Bflj 7070 RETURN 

ZA 8000 ? "KMHH* LOAD DATA »**“ 

UB 8005 ? “4 + 400 YOU WISH TO SAW THE CUR 
RENT DATA BEFORE LOADING ANOTHER SET? 

hi 

KM B0I0 GOSUB KEYPRESS 

HP 0020 IF KEY-03 OR KEY-121 THEN GOSUB D 
BSAVE 

IH 8025 DATS (11 " ! D A T$ (LEN (DAT$ J J*' ID 

AT$IZ3=DAt$ 

K1 8030 ? “K+4+L0AD CASSETTE WITH NEW DAT 
A - PRESS CHiS3 and 

2K 8040 OPEN Wi,4,0,“C;" 

OH 8050 INPUT tti , R 


RE S URN 


HT 8060 FOR H-1 TO R 

OB 6070 INPUT ttl,INSSDAT5£MKII5“1141-IN5f 
111 

CN 6060 NEXT H;CLOSE Hi 
GH 8036 RETURN 
GV 11333 REN **4 


1NITIA 


NC 12OB0 DIM RSE115T,F££(15J,F2$£1S5,F3SC 
271,F4S £163 ,F5S(141,F&$£01,F7$ <141 ,FSS 
£61,DATS £115001,INS£1251 
CW 1201O SETCOLOR 2,14,6!SETCOLOR 4,14,6: 

SETCOLOR 1,6,0 
PB 12020 H = 0 
DE 12100 RETURN 

PV 13033 REN 44:■ ■i;i iiitfw* 

KB 13100 ? "H" ; : ? "i -—-— 


DC 


YE 


JM 


ZT 


13110 

? 1 

[OfiD HO 

h V 

13126 

? ‘ 

K-W-W ) \ 1 

13130 

■5 * 


-i i 1 

13140 

i 

? ' 


r 

13166 

? 1 

r 


13170 

? 1 

1 

i 

13180 

? 


r 


13130 

? 


t 

13200 

? 1 


i 

13218 

| 

£ 3220 

1 

7 


i 

13230 

7 

1 

13250 

1 

f 


\ 

13260 

? 


1 

13270 

? 

i 

13 280 

? 


1 

13230 

7 


l 

13235 

7 


| 1 


t 2 




r£H3 


1 I 


5 urh aM9 




i ount 


f 1 

K^aam - 1 

i i 

H 


te i epb<inf 


\ 7 


I B 


date CddMM 


Wfl— 1 


•f i- 

»* 


FX 13236 RETURN 

BT 13233 REM rJllg*** 

KM 13300 POSITION 31,25? 

QT 13305 POSITION fl,2:INPUT Fi£ 
SJ 13310 POSITION 8,4:INPUT F2S 
13320 POSITION 8,6:INPUT F3$ 
13330 POSITION 8,8:INPUT F4S 
I334B POSITION 8,10:INPUT F5S 
13350 POSITION 


try 

KN 

BX 

EP 

HH 

JZ 

OB 


a, 12 :INPUT F6S 
13380 POSITION 8,14:INPUT F7$ 

13370 POSITION 8,165 INPUT F0$ 

13380 R$=F1$:RS£I61=F2S:ft$(31>=F3S:RS( 
551-F4S!R S£711=F5^!RS £855 -F6S:R$(331=F 
7S:RSC1071=FaS 


EH 

13338 

RETURN 


XK 

£3333 

REM «-» 

KP 

13400 

POSITION 

31,7s? R; ,, K-N M 

JP 

13405 

POSITION 

3,2:7 FIS 

LB 

13410 

POSITION 

3,4!? F2$ 

NH 

13430 

POSITION 

3,6!? F3S 

PX 

13438 

POSITION 

3,8!7 F4S 

HE 

13449 

POSITION 

3*10:7 F5S 

JS 

13450 

POSITION 

3,12:7 F6^ 

M(. 

13460 

POSITION 

3,14i? F75 

OU 

1347B 

POSITION 

3,16 + ? F8S 

E0 

13468 

RETURN 
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CONTACT 


FOR SALE 


XL SYSTEM! WO XL wLth 1050 disk drive. 

3030 iupc recorder, over 80 garner an 
tape. two large bostes oF -dSiK^s, touch Tab¬ 
let with software, light pen and manual. 
43 Issues a-f Atari User, issues 10 to 1 1 of 
PAGE 6, foysUck, paddles, manuals and a 
few books. All for £185. Tel. Medway 
(06-34) 727455 and, usk for Mark 

XL SYSTEM! 8QQXL, 1050 disk drive, 

1010 cassette recorder, 1020 printer, |ays. 
tick, over £300 worth of software, plenty 
of blank disks, disk box, over JO Issues of 
Atari User. £300 o.ri-O, Will deliver In 
area. Write to Mi M, Harris. 76, Great 
Canned Welwyn Garden City, Herts, HL7 
3DE 

600 (Not XL!) SYSTEM! WLth two 1050 
disk drives. IS blank disks plus box, tape 
recorder, plus 4 manuals. Also Basic Pus. 
cal Assembly and E5 Forth Language. All 
as new 4 . £215 or nearest offer. Phone 
Andrew on Q1-464-4786 

MODEM: 300 and 1200 Baud with DaCort 
Interface plus software and Intro to bulle¬ 
tin boards, Ideal for any Atari computer. 
£100, Phone Howard 0423-679533 after 
6pm or weekends 

XL SYSTEM: Only £175 fai 600XL, 1050 
drive, XC12 cassette plus £200 of software, 
mainly strategy gird wargames. Also 40 
used disci and mags. Prefer buyer coLlects. 
Would split software, Phone Havant 
(0?05)-494234 

XL system: &0QXL 1020, Joystick, some 
software. £75. Telephone Michael on 
094575-226 (Guyhim, Combs) 

6-BIT CLEAR0UT; XC12 cassette deck 
£107 Touch Tablet with Atari Artist soft¬ 
ware £25; AJphaoom BQ-column printer 
with interface and P5U £50; Various soft. 
Ware on -cassette and disk from £1.00. 
Everything is in as new condition. Call! |Ori 
□n QB25-67473 after 6pm 

102 9 PRINTER! I ncluding manual and 
various software (Ward processor and 
Screendump). All leads, boxed, £100. 
Please write to Simon Badger, 12 Hares- 
Foot Close, Funtington, Chichester, W.£us- 
rex. POIS 9LP 

XL SYSTEM: Starter pock, including 
6QOXL, lOlO data recorder, manuals, star¬ 
ter hooks on basic and machine code, 
plenty Of tape software. Only £40. Also 
1050 Disk Drive complete with 30 disks 
packed with software, 50-capaclty lock¬ 
able disk case, Transdisk JV, hexed war- 
games. Autoduel r Silent Service und Ogre, 
Perfect as disk upgrade for only C6Q, Lv- 
erythlng fully boxed unci in excellent con¬ 
dition. ST forces suit! Tel. Adam on 
(025-3) 735061 between 6-pm und Elpm 

XL SYSTEM: 800XL, XP551 Disk drive, 
recorder, approx. 100 frames on cassette, 
disk box, 3yTE. Atari L's#t magazines, 
manuals. Excellent condition,, £150 o.n.o, 
Tel: 0274-632997 

XL SYSTEM: 6D0XL with 256K Ramdrsk 
and 1Q50 drive (fitted with 15? plate - 
three drixesl), mono monitor (9-inch), 
Centronics Interface, Bask XL cartridge 
and manual, assembler and manual. 

Mini Office 2, loads more software. Map¬ 
ping the Atari, Atari Basic (2 editions), 
Hardware- info,. Oxer 30 issues of Atari 
User, some Monitor und Page 6, plus 
cabinet to house above, £330 a.n.o. Tel: 
O243-830564 evenings and weekends 

XL SYSTEM: 60OXL wilh Tape recorder, 
touch tablet, PSU, arlel lead, many games 
and cartridge, £65 o.n.o, XL is boxed and 
in excellent condition or will swup for 
Spectrumi £- Must have- joystick and 
gomes, Still boxcd/cxuellent condition. 
Contact Robert on 0976-358318 


520STFM SYSTEM! Summer Pack, 
mouse, loystsek. 5 games, 5 PD disks, Atari 
basic Atari ST IntemaLs. ST Tricks Si Tat¬ 
ties. joystick extenders, Only 3 mo-nths 
old, £400. Akhtar 40/80 track double 
Sided drive, £50, Honeywell LI 1 daisy- 
wheel printer and ribbon, £50. Exchanges 
and offers considered. Contact Rickie 
Sharma, 95 Umey Rood, Strabo ne. Coun¬ 
ty Tyrone,. Northern Ireland, &T82 9RT 

650 INTERFACE: Complete with bos, 
Sekoflhia GF80 printer, Issues Vol l/l to 
Yol 4/7 of Atari User (no splits), Atari 
Technical Reference Manual, 55] Gettys¬ 
burg^, ChlckamdU^a, Shllo, FIG Forth 
plus mouse., open to offers on all □ nicies 
Coil Idri on O304-617798 after 5pm 

DIGICOM MIDI INTERFACE: Including 
16 track sequencer, Atari music composer 
cartridge, advanced music composer disk. 
Ring Steve (06O2)-847330 

XL SYSTEM: 600XL, 3050 disk drive, PM 
4401A Cassette unit, touch table!, |cystick, 
£^J0* worth of software, manuals, refer¬ 
ence book, some Atari User magazines. 
£250 o.n.o, Telephone 0602-201718 after 
6pm 

8-BIT SYSTEM; Atari 600, £40, Happy 
1050,. £120, COrtEroL Card and 3/W for 
60QXL, £35, bLg box of 5 fW, £50. Phone 
0600-6144 

XL SYSTEM: 60OXL, 1050 disk drive, 

1010 cassette, |oystick, manuals. £100+ 
worth of software, Inc. Mercenary, 1 Leadter- 
hoard, £360 o.n.o. Tel. Dave on 
0494-446055 after 7pm 

XL SYSTEM: B0OXL, 1050, |oystick, soft- 
ware (not much), manuals, £200- Buyer 
must collect. Will nor spilt. Tel, Cardiff 
(02225-628125 ask for Richard 

PRINTERS: Perfect 1029 with Font-lV, 
ID-Prlrit, ribbons, dumps etc,, plus 622 
thermal with paper (needs- F.5.U.). Swop 
fdl 1050 w-ith doubler or XF5SJ and DOS, 
or £120. Stag prof. PP40 haLf meg an- 
board RAM. 8 gang EPROM programmer, 
with s'ware updated to PP42/41M100, sen¬ 
sible offers pLease (might consider swap 
for extensive 1040STPM system), Also 
Stocks Of 8-bit software for sale, Phone 
01-446-6296 

XL SYSTEM! 60OXL with 256 K RAM 
memory expansion. Grafix printer inter¬ 
face. 105O disk drive with doubler chip. 
XC12 data recorder, numerous disks, Atar¬ 
i-writer cartridge A manual. Atari 1027 
printer {boxed with spore ink roller) - 
£225- Page 6, Analog. Antic magazines - 
several years lull runs of each in hinders - 
£35. Books:- Technical Reference Notes, 

Do Re Atari, Atari Roots {machine code), 
Assembly Language Programming, Mas¬ 
ter Memory Map,, Yam Atari Computer, 
SpeedsciLpt, Computed Mapping The 
Atari, Atari Collection 2, 3rd Book Of 
Atari, Atari Programming, 40 Great Flight 
Simulator Adventures 6t misoeiianeDus 
Others all for £75. Tel. Sheffield {0742) 
360962 after 7.15pm 

XE SYSTEM: 13QXE with manual, dust 
cover and 114 games, joystick, XC11 tape- 
recorder and mag*, Good, condition, £110. 
fimg 699-43tH any time 

XE SYSTEM; 1050 diskdrive. XCil cas¬ 
sette, 1020 colour pnnter/plotler, dust cov¬ 
ers, touch tablet, joysticks, -quality soft¬ 
ware including Replay sampler, Movie- 
Maker, Colossus Chess 4, Super 3D Plotk-r 
II. Mercenary, Silent Servlet, Archon, etc. 
Over £150 worth Of books, manuals and 
magazines, Everything in excellent condi¬ 
tion, All worth over £700, but will accept 
£400 a.n.o. Tel. 01-435-3351 

ST SYSTEM: 520STFM, SC 1224 Colour 
Monitor, joystick, mouse, 22 games. Un¬ 
wonted pare so BRAND NF.W! Worth over 
£800, accept £650 o.n.o. Td, 0223-671523 


FLIGHT SIMULATOR II: Far 51, £25. 
Eurarnax Elite Mlcroswltch Joystick. £6- 
Xmas presents never used. Tel. Nigel an 
01-223-6674 

XL SYSTEM: 6C0XL, 1&5& disk drive, plus 
games on disk for £2CQ, Tel. 0702-205764 
any time 

XL SYSTEM: B0OXL, 1050 drive, 1029 
printer, 1010 cassette, all In excellent con¬ 
dition with manuals. software and dust 
covens, £3O0o,n.o. Write to: D. Purvis. 6 
Llanhleddian Cardens. Cathays, Cardiff, 
CF2 4AT 

XL SYSTEM: 600XL, 1010 recorder, 
manuals and over 25 games. £65. Tel. 
Melton Mowbray (0664) 6D630 

XL SYSTEM: BOQXL, XC12 data recorder, 
2 Joysticks, over £200 worth af software, 
luads of maga and books, all v,g.c, F wll for 
£130 o.n.o, Tel, 0425-52986, ask tor Mark 

800 SYSTEM: 4&K computer, 310 and 
1050 disk drives, 850 interface module, 

410 cassette, touch tablet With Atari Artist, 
plus various other software, £400. Tel. 
(0256)-473246, evenings please 


XE/XL SYSTEM! 130XE, SG0XL, 1050 
disk drive, Selknsha printer. Graphic Inter¬ 
face, touch tablet, plus, tats of software too 
numerous to list (disk k tape). Will spllt- 
Offers. Tel. Q76B 3-52091 

XL SYSTEM: 8Q0XL with 1050 disk drive, 
1029 printer, plus Mini Office 2 and prin¬ 
ter software, many games & utlLltlea, 

£200. Phone 0942-891779 (near Mop- 
Chester) 

XE SYSTEM: 130XE computer with 1050 
diskdrive, 1027 printer, 1010tape and 
102O plotter, including 4 ROM games and 
a collection (40+) af software (business 
and James). All with original boxes, Page 
6 magazines, paper, joystick, only £3GQ, 

5.0 first come ... Tel: 0372-374228 (leuth- 
erhead. must be able to collect) 

XL SYSTEM: 90CXL 105D disk drive, 

1027 printer, Atari Writer, Silent Butler, 
games, joystick, blank disks, £190 a.n.&. 
Phone 021-551-3753. 

ST SYSTEM: 52CSTFH with mouse and 
laysdck. Excel lent condition, only £250 
0 sn-o- Phone Richard on Rotherham 
(0709)-B64l86 


MAGAZINES! Atari User, November 1985 
to November 1968 and others, 47 maga¬ 
zines ■ £21. Books;- Homework Helper, £2; 
Guide To 6O0XL/60OXL, £2,10, Hardware-- 
Atari joystick, £2.25, Tel, {0444)459551 

ST SYSTEM! 52Q5TFM, £200. Trinity, 
STDS, compilations, Borrowed Time, 

Degas Elite and PD disks, all originals, 

£25 the lot! Phone F"ee an (0665)-612903 

XL SYSTEM; 6D0XL, tape recorder, touch 
tablet, many games and cartridges. Goad 
working order, still boxed and worth over 
C30O new, will sell for £150 o.n.o. Tel. 
0978-358318 


XC12 DATA CASSETTE: Only £15 o.n.o 
plus £1 post. Standard Atari |oystlck, 
£2.00, post free. Some original cassette 
games far 50p, YES 50pl, also hundreds of 
cassette holders for free, Contact Garry 
Crawford, 61 Henmourtt Drive, KennoLay, 
Fife. Scotland. KYB 5L5 or drop in any 
time!; 

xl system: sooxL with 1050 disc drive, 
data recorder and joystick. 20 games Cas¬ 
settes, 1 ROM end 7 disks including Flight 
Simulator LI and Silicon Dreams. Also 40 
disks in lockable box, 10 cassettes, 130XE 
handbook and loads of magazines, £] 7$. 
Phone Brian on 0291-423337 


XL SYSTEM: fiMXL and 1010 data recor¬ 
der (broken pause key) plus Cheetah 125 
loysrick with autoflre and Over E3O0 worth 
01 software, will seJi for £180 o.n.o. Tel. 
Wakefield (O924)-382031 

XL SYSTEM: 80OXL WLth 1050 disc drive 
Rtted with US Douh]er5t Speriathos, 1029 
printer, mint condition Still In b0XK, 
Complete with the following softwaxe; 

Mini Office 2, 10-Prirtt, Turbo Basic, Atari 
Writer. Starguake and lots of PD,■'Page 6 
magazine disks; hardware complete with 
covers, £250. TeL 0Z78-4589O0 after 6pm 

XL PLUS S/Vi: SurpLus 80OXL, £30; 
DO52.0 manual. £2.50; Mini Office II, £8; 
Archon, £.3; Transpac r £6: Disk Crusher, 
£3: Gauntlet, £4; Hardball. £2.50: Leoder- 
boani Tournament, £2.50: Pole Position, 
£2.; Winter Olympiad 68, £5; Compute's 
First &ook ol Atari, £3; Inssde Atari DOS, 
£3. All software is original, willing ta 
swop all software for Mapping the Atari & 
De Re atari. Write to: kfark, 23 Saturn 
Close, Lordshil], !iauEhamptan, SOI 8&D 

XL SYSTEM; 8O0SL with brand new 
KCl 2 datacorder, joysticks with over 100 
games bargain at E15Q o.n.o. Tel. 
(0443-65)-3691 

XE SYSTEM: 130XE, iOfiOdisk drive wilh 
Happy, 1020 printer plotti-r, printer inier- 
face. Many original disks r cartridges and 
hooks, £3f* o.n-O. Phone; 0689-27596 
(evenings) and ask for David 

XE SYSTEM: 130XE computer, £100; 

1O50 disk drive with s/w and storage box, 
£120; 72 x 5.25 disks, and lockable Storage 
bax. Basic XE and disk, printer interface, 
first 2 voli of Atari User and other books, 
Atari Writer plus disk, buyer collects. Tel. 
(0406)-26l5O 


CIRCUIT BOARD: For 1027 printer (no 
mechanical parts), case and P,5,U, Any 
offers? Buyer collects (Salisbuty), Tel. 
0722-744162 

XL SYSTEM; 800XL. 1050 diskdrive, 
boxed and as new, 7 books including 
Mapping the Atari, 2 games, joystick, 

RDM assembler cartridge. Turbo basic 
and 20 magazines (Atari User, Page 6, 
etc}. Write to P. Morris, 118A CrunLelgh 
Raad, Southbaume, Bournemouth, Dorset, 
BH6 5JN 

SPEECH SYNTHESISERS: Page 6 speech 
Synthesiser, ready built, £17; Moplln 
Wordmoker speech synthesiser (uses 
whole words for o better quality speech 
output); £25, Logic Probe, £6. Td- 
0502-566026 


WANTED 


INSTRUCTIONS, I Synasstmblsr 
Assembler, also ane Atari User binder, 
king Harry an 07&7-473136 

DOS GUIDE: An Introduction to. Che Atari 
Disk Operating System. £10 for original 
guidebook; £5 for complete phalOstat 
copy. Phone Keith Vfarkkmd On 
0943-6W413 (Tlkiey) 

ST/AMIGA FORMAT; Magazine num¬ 
bers 2. 5, 4 & 5 with disks (or will supply- 
awn blanks) Cover pnee or less £1.00 
(Own disks), plus postage. Phone Hawon) - 
0423-879533 after 6pm ar weekends 

ALTERNATE REALM Y: Could someone 
please sell me Disk. 2 of Alternate reality- 
:The City? Any reasonable price paid. Call 
09AR-7693P and ask tor David 


More CONTACT overleaf 
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WANTED 


PENPALS 


BO COLUMNS: Anyone know of on 
60 -loI i.j rri n utility or ROM w|ik;h wiLLwork 
wflh Superscript on the 8D0XL? Phon? 

Petei on Q625-207&2 

HELP1: Has anyone got the Lnstiuction 
manual for Ihe 10ZC1 Alori printer? Con- 
tad Poo] Chaudlci un 0255 -42502 2 rClac- 
U>rt, Essen) 

MEMORY UPGRADE: For lb* HOG sys¬ 
tem or information on. where to purchase 
one. Tel. {07 3 5)-2 70389 after 6pm 

256K DRAM CHIPS: New ot secondhand 
(muSi he working!). Up to B needei. 
Reasonable price paid. Also., help needed 
with EUimbri XL hoard. My AnLLC (tdp is 
C014BS7 but instrachons only mention 
CO 12296 and C0216V7 - how do I confi¬ 
gure the Ram bo board? (My 300KL has 0 
socketed Rev. A PttO- is the Rambo XL 
comipatlbte with thi- 0-5. controlkr card? 
Contact: Gavin Moran, Iff Hrjemlll Walk, 
limovodty r Co- Derry, N. Ireland, RT49 9Bf 
or Tel; 05047-62465 at weekends 

DISK DRIVES: On* or more driven work- 
ir.Lj or broken hut preferably STD - no 
Happy mods, etc, Want to gel hands on at 
least four before thoy die out] Write first 
instance stating condition and price - il 
O k l will collect. Contact; Doug Brock, S7 
Slonehouw Road, Boldim-rf, Sutton Col¬ 
dfield. West Midlands. 1573 6LL 

DISK DRIVE; 10-50 wanted, will pay 
good price. Tel, Q&40-213-574 

LISTINGS HELP: Gct-il-rujht checksum 
desperately needed for listings In Atari 
User prior to Nov. 67. Cun anyone help 
me out with either a tape or disk copy, or 
a print-uul or phato-copy of the listing? 
Please note that the version needed Is 
NOT GIR □ hut the earlier one which 
appeared in the Aug. ftfi issue. Mike Put- 
fltt, 11 Lamford Close, LCindan N17 

GAME HELP: My name is Murjtaulc, look¬ 
ing lor someone lo help me how to reach 
the final stage In the Strip Poker game, 
and if there is a program which can sliow 
the screens and print them. I welcome 
anybody who wijuld like to write to me 
Mariauk. PO Bos 636. l Jhahran Airport, 
31932, Saudi Arablu 

PRIIV1 EHi 1029 in good condition with 
manual, fwijier and ribbonts), Telephone; 
Paul on 0274-615998 after 6pm 

PRINTER: 1029 with manual. Phone 
0203-441832 after 6pm 

DISK DRIVE: 1050 or similar and manu¬ 
al, for 800X1. and info oneMfdS, peripher¬ 
als, etc .Sensible prices paid, lei, 

Oi-223-1657 

ANALOG MAGAZINE: Issue 29, will puy 

0,11 costs/or swap mugtwines or software 
(will accept photo-copy), Contact P.J. 
Kierans, 66 Mewfitelid Estate, Drogheda, 
County Louth, Ireland 

ATARI USER: Specific issue required 
September 1985- Article covering a 
graphics 6 screen dump for the 1029 prin 
ter, needed to convert a 3D program and 
enable me to print my drawings. Mr. R.S. 
Smith, 26 Balfour Road, IXwer, Kent, 
CT16 2NQ 


8-BI1 POWEREs If you still believe in the 
El-bit Atari contact me. I'm one of those 
guys who still thinks that S-hH Atari are 
ihe best computers to have at homt:. I 
own a BQOXL arid a 3 050 disk drive I'm 
into adventures und shMl-em-ups AntO- 
rt|a Santos. Ffua Don ]ase Carcamolobo 
41, l-auradio. 2E30 Burielro. PORTUGAL 

XL U5EH; My name is DcWid. I have an 
300XL, 1050 disk drive.. 1010 tape unit 
and a 1029 printer. I am interested in all 
types of soil ware, adventures, cireude 
games, etc. AIL letters answered. Write to 
David Fog gin, 49 Mmson Street, Lower 
Hopton, Mtrfield. W Yorks- WF14 6PQ 

ST PCNPM $: Wanted to swap hints, Info 
on mostly ally adventures. 9 have com 
pleted a number of adventure guinea All 
letters will he answered. Contact T C- 51 TH> 
lalT„ 265, Calder Street. GavanhiU, Glas¬ 
gow, G42 7QG. (041-423-2856) 

ST USERS: 3 awn an 3T and would like to 
swap tips and lists with peripols any¬ 
where. All letters answered. Please write to 
someone across the ocean! Paulette 
Poshan, 13 Block Partridge Run. Spudo-rid, 
Illinois 61565, U.5.A 

Jtl. PENPALS: 1 vroukl like lo hear from 
ft-blt enthusiasts from all Dwr the world to 
swap hints, ideas and programs I am 14 
years oOdCiTid have an SOOXLwlth 1010 
cassette deck, Please write to: Lee Stork, t 
ft ran dm ca do w Green, fit owl awn. Elision, 
West Midlands. WVH BHU 

Xf PENPALS: 1 have got on XE and 
would Love to hear from uriyune. any¬ 
where. 3d get a pen and puper and write 
to me quick! Geraldine Klnune, Teinple- 
noe, Grtencme, Tipperary, County 1 Lpper- 
ary, Ireland 

Ji BIT USERS: Northern Ireland area; 
please contact me with a view to setting 
up a N 1 - B-bit user group. Write to- Cavan 
Moran, 1& Roemill Walk, Limovady, Co. 
Derry, 6T49 9fi| oriel. 050-47-63465 at 
weekends. Help support your Atari in 
Northern I re La rid! 

XL/XE PENPA15: Hello! I would like to 
hear from uny B-bil user who is interested 
in ganung and,''or programming. 1 have a 
65XE, XCliand many g«m«. AIL Letters 
will be answered. Please write, Including 
your gurries list, to,; Am;Ld Nuia^i. 53 t liffe 
Street, Keighley. West Yorkshire, 6D21 2ET 

YOUNG ST USERS: I am 12 years oid 
and interested in most 51 games, especial¬ 
ly Defender Of The- Crown, Galdregon's 
Domain and some goud o n ode gomes. E 
would like to write to anyone with similar 
interests anywhere in the world. Write lo 
Tim at 32 Merrivate Road. Rising Brook, 
Stafford.. Stuffs. STl ? 9EB 

H HIT PENPALS: Contact wanted vrlth 
any 6 hit users. 1 have a 13UXE and 1050 
disk drive. I wish to swap hints, tips, etc. 
All letter* answered. Write to; Derek, I 
Bidwcli Hill, Houghton Regis. Dunstable. 
Beds. LU5 5DR 


Please (keep your notices for 
CONTACT as Short as possible 
Dffrerwjj*' we may tie forced fo ornri 
them Of severely edit fbtvn 


CONTACT Is FRET of charge and may bo used by any genuine 
Atari enthusiast f«r contacting oiher ownerv Any notice may 
be Included except those uttering software only fur sale or 
exchange or ihnve offering i tems for sap? com mere in My. The 
Editor reserves the right to «mil any notice received at his 
discreskm 

Send your EtiNTACT notice hi CONTACT, PAGE 6, l*.0. Bos 54, 
Stafford, SI 16 1DR- Please writn your notice on u separate 
sheet of paper, mol as part of ti letter. 


ARE YOU MISSING OUT? 

You've gel lots of questions about your computer but don’t 
know who lo ask f We do! You’re not sure which software is beat 
for your application! We dol You'd ftke tQ keep up Id date with 
new releases and be sure they are a good buy, but whoY going to 
tell you? We will! You ivoulid love lo i^el lo know other Atari 
enthusiasts, bul you don't know how! We do,! You want to get 
some of that ‘Public Domain 1 software you've heard about, bul 
where from' 7 We know! You. don'i wont to feel like you're the 
only Alari owner in the world, bul where can ynu lurn too! Well, 
we coil help! Great, bul who are you?? 

We are the largest (and oldest) Atari Computer -Owners Club 
in the U.K. For just £5 OQ per year you gel help, assistance, hints, 
ops. friends, pen pah. access to PD software, up lo dale 
information, games, utilities, hardware projects, software 
reviews, programming tutorials, and a glossy club magazine 
every quarter. 

A club magazine as well!! One of those photocopied things 
that is unreadable, eh f Well no, it’s professionally produced, jusl 
like this magazine you're reading It's called MONl! OR, you may 
have heard of ft? Yes, friends of mine have read it and say it’s 
great 1 How do 1 join the club and ije! my copy o£ MONITOR'- 
Easy j ust send a cheque or postal order for £5.00 to the address 
bdow requesting a four issue subscription. Overseas 
membership fs £H.(K) ■!surface) or £ 12,00 {Airmail). 

You won’t be disappointed?! 

The U.K. Atari Computer Owners Club 
P.0. Box 213,Southend-on-Sea, Essex, 5S12QF 

Independent User Group 


UPDA TE 


SUNPLOTTER (ISSUE 37): We tried this program with 
Turbo basic before publishing it and found that the PMG's did 
not work. Thanks then to P, Workman from Birmingham who 
wrote in with a fix. Change the 17th data statement in line 
2270 from IBS to 170, Works a treat but it still doesn't work a5 a 
compiled Tud>o program, 

TURBO BASIC: Ghislain De Graeve from. Belgium has 
given us a great hint on TURBO BASIC. Going to DOS meant 
that you have had lo re-boot but if you have MF.M.SAV on your 
disk and select item M from the DOS menu and enter the 
uddress 2080, hey presto, you are back to ! urbo Basic! 

AMAZING (ISSUE 37): Several readers have written to 
say that this gives Error 3 at line 500 when exiting the third 
screen. We haven't had time to solve this yet, anyone got a fix? 

BLASTCOM (ISSUE 37): The program does work as 
listed bat several readers had problems in tracking down errors 
in their typing. Blair Sutton wrote to point out that line 250 
should be amended to 

£60 FDR LINE =410 TO 1390 STEP 10 

It does not make any difference if you type the program 
correctly but if you have an error, then the program will tell you 
the error is in totally the wrong placet The program had 
obviously been renumbered and shows the penis Of renumber¬ 
ing a working listing unless you are very,, very careful. 
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BEST SINCE STAR RAIDERS! 


Prepare for some exciting news! Atari 
have produced a brilliant new game that 
can only be described as their BEST EVER 
8-bit release since the legendary Star Raid¬ 
ers!! TIGER ATTACK is a conversion of the 
coin-op arcade game Flying Shark which 
runs along similar lines to tile older arcade 
hit *1942\ If you've experienced Red Rat's 
Screaming Wings then you'll know what 
this game is all about 
It's a vertically scrolling shoot 'em upset 
in the closing months of the Second World 
War, Allied Fighter Command have called 
upon you - an ace combat pilot - to flush 
out the remaining Japanese forces from 
the jungles and islands of the South Paci¬ 
fic. Your mission is to skilfully pilot a small 
aircraft through the treacherous war-zone 
and pulverise as many of the enemy's 
fighters, tanks and gun emplacements as 
possible. The Imltle is viewed from directly 


Title: TIGER ATTACK 
Publisher: Atari Corp, 
Price: £7.99 on cassette. 
Players: 1/2 
Control: Joystick(s) 


overhead, with your plane initially located 
in the centre of the display, In addition to 
the continuous vertical scrolling, there's a 
small amount of horizontal scrolling too. 
Your plane can move quickly to any posi¬ 
tion on the screen, an ability you'll be glad 
of once the endless waves of Japanese 
fighter planes commence their relentless 
attacks! 

As if] most games of this type. Smart 
bombs are available for escaping from 
those really tricky situations when all else 
has failed. Rad news for anyone who is 
hoping to give their autofire joystick a 
work-out is that the bombs here are laun¬ 
ched by a combination of joystick move¬ 
ment and trigger press., making it all too 
easy to fire one inadvertently. I suspect 
that the more traditional space bar 
approach was avoided so as not to dis¬ 
appoint XE games system owners who 
might not have a keyboard. Extra bombs 
are obtainable by flying over 'E. J symbols, 
and it's also possible to increase your fire 
power by similarly collecting 'S' capsules. 
Very useful these 1 

One or two player modes ure selectable 
from the title screen, as is the number of 
joysticks to be used in a two player game. 



You can also opt for either music or sound 
effects to accompany the action - both are 
excellent, although I preferred, the music 
which seemed to add considerable atmos¬ 
phere to the game. Sharp, detailed 
graphics are a feature of Tiger Attack that 
contributes greatly to an overall high stan¬ 
dard of presentation. A highscore table is 
included to round off a list of good fea¬ 
tures that all add up to form a treme¬ 
ndously enjoyable and addictive piece of 
software. 

Although it's more expensive than many 
other games currently on the market, I 
believe the price is fully justified by the 
superlative quality of the end product Re¬ 
member that ST owners are paying £25 for 
a similar game and you'll realise that 
Tiger Attack is a bargain just too good to 
miss. Highly recommended! 

Paul Rixon 


GO AWAY AND FIGHT IT OUT 


NUCLEUS is the first in a new line of 
budget priced software from Atari Corpor¬ 
ation that is to include both existing and 
previously unseen titles under the com¬ 
mon label of 'Atari Action Games'. 

Although it's essentially yet another 
variation of the ever-popular shoot 'em up 
theme, the design is actually quite origin¬ 
al, We're told that inter-planetary warfare 
has been prohibited by the ruling Jnterga- 
lactic Federation and that all disputes 
must now be resolved at a distant region 
of the galaxy known as the OMAC combat 
arena. Not surprisingly, this arena is the 
setting for a game in which you attempt 
to defeat an alien aggressor. If you can't 
find a suitable human opponent then a 
computerised alternative is willingly 
supplied. 

The competing space craft arc located at 
opposite edges of a single screen, each 
accompanied by a forcefield on one side 
and a protective Titanium shield on the 
other, The craft are restricted to vertical 
movement only but they can also fine 
energy bolts at nuclear satellites floating 
around in the area between them. The 
general idea is to persistently bombard the 
satellites with missiles until they eventual¬ 
ly begin to disintegrate into several smal¬ 



ler pieces and, finally, into a nucleus 
which can be directed at a player's Tita¬ 
nium Shield, The resulting collision causes 
a small hole to appear in the shield, and 
if the opponent can direct a satellite 
through this gap and into the player's 
forcefield, the battle is over. 

It may not sound like one of the most 
exciting games around but in fact it turns 
out to be a strangely addictive experience 
where one player can do alt the work, only 
to see the opponent receive all the benefit 
by a sudden and unexpected turn of for¬ 
tune. It's simply impossible to predict a 
winner right up until the very last mo¬ 
ment, and when that moment comes, 
you'!! immediately want another go to 


prove that it wasn't just a fluke! The com¬ 
puter is reasonably easy to beat on the 
lower levels but; four difficulty settings are 
provided, ensuring a suitable challenge for 
players of all abilities. Unfortunately, there 
appears to be no automatic progression 
onto the higher levels once a battle has 
been won - the game simply stops, regard¬ 
less of the victor. One hopes that this is 
only a characteristic of the pre-release re¬ 
view copy. 

Sound is somewhat reminiscent of Atari's 
early B-bit efforts - rather a disappoint¬ 
ment after the super effects of Thunderfox, 
Graphics are generally pleasant - mainly 
thanks to a scrolling starscape background 
which, together with the nicely animated 
satellites, forms the bulk of the visual dis¬ 
play. Nucleus is an original, challenging 
and above all, immensely addictive game 
that seems particularly enjoyable in two 
player mode. It's nice to see something 
new from Atari and at a sensible price too! 

Paul Rixon 


Title: NUCLEUS 
Publisher: Atari Corp. 
Price: £2,99 on cassette 
Players: 1/2 
Control: foystick 
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8-BIT GAMES ... 8-1 


GAME ON ...THROW THEM ARROWS 


Darts buffs ore Ln for a treat with this 
newest addition to Zeppelin's budget range 
- JOCKY WILSON'S DARTS CHALLENGE is 
packed with a host of features and options 
unsurpassed by any previous simulation of 
Its kind, 

first thing to make clear is that it's defi¬ 
nitely not aimed at anyone who isn't 
reasonably adept with a joystick. You 
don't need to be an ace darts player, but 
you d,o need the ability to manipulate a 
tiny dart symbol that moves continuously 
in a most erratic fashion - generally in the 
opposite direction to the one you are 
trying to coax it into! It makes Mastertro- 
nic's '180" seem like a nursery school 
exercise!! 

There are basically three modes of play, 
each with further options that are initial¬ 
ised via a novel icon selection screen. 


Title: JOCKY WILSON S 
DARTS CHALLENGE 
Publisher: Zeppelin Games 
Price: £2.99 on cassette 
Players: 1/4 with Joystick 



Tournament mode enables up to four 
players (who must, share a single joystick) 
to compete against a variety of computer 
generated opponents before a final con¬ 
frontation between the remaining player 
and Jocky Wilson himself. Round the 
Clock mode serves as a useful practice 
facility as you try to hit each sector of the 
board in numerical order in the shortest 
possible time. To complicate matters, you 
can instruct the computer to accept trebles, 
doubles, singles or any number as a valid 
'hit'. If you simply want a standard game 
against a human opponent, you can make 
use of the Head to Head option. A further 
choice in this section is the number of sets 
over which you intend the game to last. 


up to a maximum of four. 

For anyone not too sure about the mathe¬ 
matics involved in determining (he quick¬ 
est or easiest way to finish, there's an 
optional tutor that informs you of a suit¬ 
able score to attempt. Whether you can 
actually get the dart to go anywhere near 
that recommendation is of course an en¬ 
tirely different matter! Some alternative 
levels of difficulty might have been a good 
idea. 

Play centres around a high resolution dart 
board, but when It's the computer's go, the 
display changes to an overhead view of 
the proceedings, in a similar colouring to 
the corresponding screen in J 18Q\ Superb 
is an accurate description of the graphics 
throughout. One aspect of Darts Challenge 
conspicuous by its absence is, surprisingly, 
sound! After a brilliant opening composi¬ 
tion, an eerie silence descends upon the 
game and there isn't so much as a beep 
until you next return to the title page, Not 
like a Zeppelin game at all! 

A final point to note is that the loading 
time from cassette is around twenty mi¬ 
nutes' If you're mad about darts you will 
surely find it worth the wait but I do think 
that software of this nature should be 
available on disk if it's to appeal to games 
players in general. Are you listening 
Zeppelin?! 


Pauk Rixon 


I 


PLAYING IN THE SNOW 



Anco are back - after almost three years 


- with their second release for the Atari 
S-bit - WINTER EVENTS, fust the thing for 
a warm summer evening! 

It begins in the traditional fashion with 
an athlete lighting a flame to herald the 
start of competition. You can choose to 
either practice or compete in any oral! of 
the available events., by yourself or with 
up to three other players. Each is required 
to select a nationality from ten alterna¬ 
tives supplied - a novelty that soon wears 
off and unfortunately, you can't skip over 
it but have to wait far the playing of each 
appropriate national anthem. 

There are five events - Speed Skating, Ski 
Jump, Slalom, Bobsled and Biathlon. 
Thankfully, there isn't too much of an 
emphasis on that destructive joystick wag¬ 
gling associated with older sports simula¬ 
tions such as Decathlon. In the Speed Skat¬ 
ing event for instance, it's important to 


keep the joystick moving at a steady rate 
rather than a particularly fast one. The 
objective here is to skate a distance of 300 
metres in the quickest possible time. Not 
one of the most rivetting experiences this, 
but animation of the skier is well done 
and sound is good too - us in all the 
events, a super tune plays prior to the start 
of any action, A similar joystick technique 
applies in (he Biathlon. After contending 
with several screens of snow-bound scen¬ 
ery, you arrive at a shooting range and 
must aim to hit five small targets with an 
equal number of shots. 

The Slalom will appeal to those people 
who like to exercise their reflexes. As you'd 
expect, it involves steering a skier - who is 
viewed from behind - through a series of 
gates at break-neck speed. This can be 
adjusted to suit your steering ability hut 
miss more than three gates and you face 
disqualification. In the Ski jump your aim 
is, obviously, to jump as far as possible but 
there are points awarded for 'style' loo as 
you try to match your posture against an 
‘ideal" image displayed alongside through¬ 
out the jump. Graphics in this section are 
excellent. Last of all is my personal 
favourite of the five events - the Bobsled, 


Here, a split screen depicts an overhead 
perspective of the twisting course plus an 
end view of your bob as it hurtles through 
the ice at an ever-increasing velocity- It's 
an enjoyable, but admittedly not too diffi¬ 
cult experience. 

In case you've developed a feeling of deja 
vu, I can assure you that Winter Events is 
NOT a re-release of Tynesoft's Winter 
Olympiad '88, although the two are re¬ 
markably similar in content. Tynesoft's 
game beats Anco's in the graphics depart¬ 
ment, but then it is also more expensive. 
Winter Events has good music, plenty to 
keep you occupied an cl enables the whole 
family to participate - a splendid effort 
from Anco! 

Paul Rixon 

Title: WINTER EVENTS 

Publisher: Anco 

Price: £7.95 cass*/£9,95 disk 

Players: 1/4 

Control: Joystick and 

Keyboard 
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SIX YEARS WITHOUT A BLAST 


J It has been six years since you took on 
the alien fleet single handed, obliterating 
their asteroid bases, turn mg their mother- 
ships into expanding clouds of vapour, 
grabbing those pieces of extra hardware 
for your trusty ship. Those were the days,./ 

But just when you thought is was safe to 
take a shower, the mighty Intergy lactic 
Federation have called you up from retire¬ 
ment and insist that you embark on a new 
deadly mission. It seems that enemy forces 
have captured Tanium - the second most 
strategically important planet this side of 
the Sanvolgrani Rift and - yep, you gues¬ 
sed it folks! - it's a chance to climb aboard 
your Quariad Stealth Fighter and give 
those meanies hell!! 

As you might have realised by now, 
Players' TANIUM is a fast-paced action 
shoot 'em up of the horizontally scrolling 
variety 


Title: TANIUM 
Publisher: Players 
Price: £1,99 
Players: 1/2 
Control: Joystick (s) 


- but don 't stop reading yet, as it includes 
one or two features that you probably 
won't have encountered before. The main 
difference is the unusual control of your 
Stealth Fighter, which is viewed in not one 
but two alternative perspectives via a split 
scrolling display, In the upper half them's 
a bird's eye picture of the action so you 
can line up with oncoming enemy ship* 
by a sideways movement of the joystick. 
Underneath is a corresponding side-on 
view and here you control the ship's alti¬ 
tude in order both to intercept the nasties 
and to avoid various static obstacles - all 
cunningly devised to make your chances 
of survival pretty remote. On the higher 
levels, further obstacles are added in both 
perspectives, making life very tricky 
indeed! 

It's no simple task trying to simultaneous¬ 
ly manage both aspects of your craft's 
position but mastering the necessary tech¬ 
nique is essential if you are to progress any 
further than the first of the ten pre-select- 
able levels available, let alone obtain a 
place in the high score table! 

The author appears to have made every 
effort to incorporate 'user friendliness' into 
the game wherever possible - something 1 



particularly appreciate, For instance, 
there's a demo mode to show you how it 
ought to be done and you also have the 
ability to abort the mission at any time, 
still retaining your current score, Sound 
effects throughout are of a very high stan¬ 
dard! and two pieces of music accompany 
the title screen and highscore table respec¬ 
tively, Graphics are also very well designed 
with some clever shading of the kind 
found in similar shoot 'em ups such as 
Mi rax Farce and Th underfox. The speed of 
play is not affected by the large amount 
of movement on each screen - both scroll¬ 
ing and animation are perfectly smooth. 

Tanium has been around for quite a 
while now so if you missed it and are 'into' 
zapping things then be sure to make 
amends at the earliest opportunity. Players 
are offering terrific value for money. 

Paul Rixon 


STEP ASIDE MR RUBIK 


Here's a challenge for all those mega- 
minded logic fanatics out there whose ta¬ 
lents Include such things as being able to 
solve a Rubik's Cube in less lime than it 
lakes the rest of us to remove it from the 
box! COUNTER-SLOT is the name of a 
computerised version of a similarly mind- 
boggling puzzle from a small 'indepen¬ 
dent 1 software publisher called Amethyst 
Software. Amethyst appear to specialise in 
games of this type and a feature of their 
budget priced publications Is that they all 
come supplied on a TDK C6G cassette, so 
even if you can't stand the program, 
you've still bought something useful! 

The aim is reasonably straightforward 
(isn't if always?). All you have to do is 
rearrange sixteen multicoloured tiles info 
a specified order in as few moves as possi¬ 
ble. Each row is tube!led with a numtier, 
one to four, and each column with a col¬ 
our (the Atari defaults). The tiles are simi¬ 
larly numbered and coloured leaving you 
in no doubt as to their intended positions. 
There's also an extra tile to help you get 
started - at least I think that's what its for! 
The top and bottom rows are left clear so 
that you can slide the entire columns 
either up or down and additionally move 
the top or bottom tile in any particular 



column onto any of the three remaining 
columns. It's easier to play than it is to 
explain, but completing it is something 
different again! 

Should you finally solve the puzzle, you'll 
be informed that the game was especially 
designed to push those who attempted it to 
'anger, frustration and eventually, mad¬ 
ness/ Personally I think the 'music 1 ' accom¬ 
panying the rather lengthy and unfortun¬ 
ately unavoidable opening sequence is the 
only thing likely to do that!! Also slightly 
annoying is the fget that once you have 
solved it, you have to re-boot the cassette 
if you want to play again. On second 
thoughts, perhaps the chances that you'll 
want another go are pretty remote 


anyway! 

Well, what else can E say about Counter- 
Slot? It's an interesting puzzle. It's not 
what you'd call an outstanding feat of 
programming by any stretch of the imagi¬ 
nation but then, not everyone likes blast¬ 
ing aliens and this could be the ideal 
game for them. If you're a fan of those 
sliding tile picture puzzles or if you're one 
who marvels over inventions from the 
likes of Mr Rubik then it's definitely up 
your street. Unlike the famous cube, you 
can't of course 'solve' it by prising the 
pieces apart with a screwdriver! It takes 
skill, logic, and above all, patience to 
Crack the Counter-Slot puzzle. 

You are unlikely to fmd Counter-Slot in 
the shops but it's available direct from 
Amethyst Software whose advertisement 
you will find among the pages of this 
magazine, 

Paul Rixon 


Title: COUNTER SLOT 
Publisher: Amethyst Software 
Price: £4,99 
Players: 1 
Control: Joystick 
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A TUTORIAL SERIES BY GORDON CAMERON 


3 MORE POWER TO 
YOUR GRAPHICS 



Pd like to start this issue by thanking all those 
who wrote to me in response to the first articles. 

It's great to know that someone actually bothers 
to read what I write! It's always interesting to 
know what you think so, please, continue to 
write to me r and I'll reply as soon as I can, Many 
of you have asked where you can get the lan¬ 
guage. tbs available from most PD Libraries, but 
PAGE 6 supply the language, compiler, and short 
guide from their Accessory Shop for the very 
reasonable price of £3.95 (see inside front cover), 
Dennis Fogarty of Salisbury wrote with his com¬ 
ments and, ideas, both of which I appreciated 
immensely. Mr, Fogarty suggests that I devote 
some space to readers' queries each issue, and ( 
agree that this is a good idea. I hope to start this 
when 1 get a few more questions, so I can bundle 
them together in one article, 

If you remember, I said that it was necessary to 
reboot Turbo Basic after entering DOS. Another 
reader, John Carter, reckons that this is not so. In 
his own words, 'To return to TB after formatting 
etc, choose option M and type in 20S0'. Unfor¬ 
tunately, this doesn't seem to work on my BOQXL 
Perhaps it does on other machines? (It works on 
the 130XE but the start address will be a few 
bytes different orithe XL, perhaps someone can 
work it out? Ed.) incidentally, Mr.Carter hails 
from. The Hague in The Netherlands and informs 
me that TB is, and has been for some years, very 
popular on the continent, Perhaps some other of 
our foreign friends would like to write, to add to 
the international flavour ? 

Anyway, on to the business at hand ... 

TURBO BASIC and GRAPHICS 

As welt as supporting the standard 'Basic' Atari 
graphics functions, Turbo Basic also supplies us 
with 6 more commands to ploy with, Circles, 
ellipses and 'true' circles can be constructed. A 
command is supplied to dear the screen easily, 
and three instructions are included which can be 


used to fill in shapes. Text can be displayed on 
screen in graphics modes, and I finish off with 
an instruction which, although not strictly a 
gruphics one, is ideal for that purpose. 

"’Listings 1 and 2 show the following commands 
in action. In listing 2, START/SELECT scrolls the 
screen, whilst OPTION and the space bar per¬ 
form special effects! 


DRAWING CIRCLES, ELLIPSES, 

AND TRUE CIRCLES 

At last - a way of drawing circles easily! The 
command works in any of the graphics mode, 
and has the format CIRCLE X, Y, R where X and 


In this instalment Gordon 
Cameron discusses the 
CIRCLE, FCOLOR, FILLTO 
and PAINT commands and 
provides examples of these 
combined with the powerful 
MOVE command 


V are the coordinates of the circle's centre, and R is the radius. 

So, for example, if you choose COLOR 1 in graphics mode & r 
then CIRCLE 160, 96, 75 will draw a circle with radius 75 in the 
middle of the screen. 

If the radius you supply means that part of the circle will be off 
the screen., then don't worry! Turbo Basic will only draw the 
part(s) af the circle which isfare visible. So, for example, if you 
tried CIRCLE 50, 50, 75 Ln GR.,8 only the visible parts of the circle, 
which Is too big for the screen, will be displayed. 

The second form of the CIRCLE command has a fourth argu¬ 
ment, which allows you to choose different horizontal and vertic¬ 
al radii, Obviously, theoretically, a circle has a constant radius, 
so if you make the radius 'across-the-way' (horizontal) and the 
radius down the way' (vertical) different, then you get a skewed, 
or stretched circle, which is known as an ellipse, The format of 
the command is CIRCLE X, Y, Rl. R2 with Rl being the HORI¬ 
ZONTAL radius, and R2 the vertical radius. So, in GR.S 
CIRCLE 160, 96, 45., 20 draws an ellipse in the middle of the 
screen with radius across 45 , arid radius down 20, whilst 
CIRCLE 160, 96 „ 20, 45 is an ellipse with a HORIZONTAL radius 
of 20, and a vertical one of 45. Ef you make both the same, then 
you have a circle, so this is the same as missing out the last 
argument* be. if rl and r2 are equal, then CIRCLE x, y, rl, r2 is 
the same as CIRCLE x, y, rl. 

This leads me on to a bit of a moot point, When you use the 
circle command to draw circles you may not. In certain modes, 
get 'proper' circles! But how can a circle not be a circle? Well, the 
circles that TB draws do indeed have the same radius in PIXELS 
all the way round. However, there are differing numbers of pixels 
across the screen and down, so pixels may not hove the same 
width and height, and a distance of 50 pixels horizontally may 
be different to a distance of 50 pixels vertically. So your circle 
may appear stretched out of shape, and not a circle at all! 
tn certain modes, this effect is not really noticeable. For exam¬ 
ple., in GR.S, there are 320 pixels across, and 192 down. The ratio 
320/192 is a good approximation to your TV ratio, and is 
therefore the correct shape, so circles appear as circles. In GR.9, 
however, there are 30 pixels across and 192 down. This is 
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Listing 1 


rectangular in the WRONG direction as regards the display! So 
circles seem to be skewed across the way to a very large extent. 
Try CIRCLE 40., 96, 35 to see what I mean. 

If you may want to display your circles as 'true r circles In, say, 
mode 9, then a way to do this is to alter either the horizontal or 
vertical radius, keeping the other the same. If you keep the 
radius across the way a constant then you want the vertical 
radius to be increased to compensate, as the pixels arc longer 
than they are lull. So, you need more vertical pixels. How many 
more? Welt this depends on the dimensions of your display 
device. Experiment by multiplying the vertical radius by num¬ 
bers between 1 and 3 - CIRCLE 40, 96 r 35, 35 *<192/80) is an 
improvement over the earlier simple circle in GR.9, but I suggest 
you try for yourself, and take a look at Listing 2, which tries to 
draw near circles in that mode. 

Other modes may require you to multiply one of the radii by a 
different number. Practice makes perfect, is the only advice I can 
offer so try it out in different graphics modes. 

Never mind if you don't follow all of the above. The simple 
CIRCLE will work very nicely almost all of the time. 

CLEARING THE SCREEN 

At Iasi - a simple way to clear the screen. Personally, this simple 
command is one of the most welcome commands to be included. 
In Atari Basic, you had to use PRINT CHR£{125) (or PRINT "cup 
arrow>") to clear the screen. Now you need simply type CLS, and 
hey presto, the screen is cleared. 

A refinement is also included, in that if you open the screen as a 
channel, you can clear it by means of CLS #<channel number*. 
For example, say you hqve opened the screen in channel 5, then 
CLS #5 will clear the screen. 

FILLING ENCLOSED AREAS 

Turbo Basic allows you to easily fill in any circles, squares or 
any other shapes with the colour you. want. Many of you may 


remember an obscure way of doing this in Atari Basic. You had 
to position the cursor inside the shape by using POS. X, Y. Then, 
you issued the obscure command XIO 18, #6. 0, 0, 'S:\ This filled 
the shape alright, but wasn't very descriptive or easy to 
remember. 

In Turbo Rosie, you first choose the colour you want to fill with, 
using FCOLGR n, replacing n by the required colour. Then 
FIILTQ x, y has the same effect as the Atari Basic POS followed 
by XlO, but it is a tot easier to follow. However, this fill is not 
perfect, as some shapes aren't filled properly, That is, giving a 
start point inside the shape is not a guarantee that It will 
completely fill the shape. Even slightly complex shapes present a 
problem for FILLTO, unless you know which points to choose, so 
TB provides us with another command PAINT x, y which does 
the same thing essentially, hut uses a different, recursive algor¬ 
ithm. A quick example 

10GR.B 

20 COLOR 1 

30 CIRCLE 100, 96, 40 

40 FCOLQR 1 

You can now have a line 50 which either reads PAINT 160, 96 
or FILLTO 160, 96, Try both. Here you can see the weakness of 
FILLTO ■ it needs you to specify 'correct 1 point(s), otherwise the 
object won't be filled correctly. PAINT, on the other hand, fust 
requires you lo choose any point inside the shape. Try experime¬ 
nting with both on simple, and more complex objects to see their 
relative strengths and weaknesses, in terms of speed and per¬ 
formance. 

A word of warning. Both algorithms work by noting the back¬ 
ground colour, and go on to change the start point you choose 
and consecutive neighbouring points of the same cotour as the 
background with the new fill colour. If a pixel is a different colour 
from that of the background, it remains unchanged. So different 
colours act as a boundary. Make sure you enclose completely the 
area you want lo fill, or the colour may spill/bleed to other parts 


iVew Atari y$tr - Iraire 3it 41 








































































of the screen. You have been warned! 

PUTTING TEXT ON THE GRAPHICS SCREEN 

In Atari Basic, displaying text messages on GRAPHICS screens 
was difficult. This was a pity, as it meant that annotating 
graphs, diagrams and pictures was difficult. Not any morel 
Turbo Basic allows you to place a string of characters anywhere 
on the graphics screen. The format is TEXT x, y, texts, where (x, 
y) Is the top left comer of where the first character of text$ will be 
put. For example,, in Graphics mode 6 

10 OH. 8 
20 COLOR 1 

30 PLOT 0, 03: DRAWTO 319, 93: DRAWTO 319, 107 
40 DRAWTO 0, 107: DRAWTO 0, 93 
60 TEXT 80, 96, "Hello There folks]I" 

Those of you in the know will no doubt realise that the text is 
'bit-blocked 1 ' at the screen location given, The size of the text will 
differ from mode to mode, and some modes give interesting 
effects when you mix case and include inverse characters in the 
string to be displayed. Remember r TEXT is meant for graphic 
modes, as PRINT will do for text modes. I'll leave you to experi¬ 
ment yourselves. 

MOVING BITS OF THE SCREEN AB0UTI 

The MOVE command is more of a general command than a 
graphics one, though it is very useful in the latter case for many 
things, including: 

* Moving chunks of the screen around (See Listing 2, and 
Program 2 from last issue's article) 

* Replicating bits of memory/graphics {See the screen 

fades, in Listing 1) i 

* Simple animation, including page-flipping (a techni¬ 
que where the screen Image is copied to the back¬ 
ground, altered, then switched back to the foreground 
again, and so on) - not within the scope of this article! 

I have used MOVE in quite a few of my programs without 
describing it, so I thought I'd better give a brief outline of what I 
am doing. If you don't follow » DON'T WORRY, and just skip 
past this bit and the next section. I'll describe it fully in a future 
article - hopefully! 

What MOVE actually does Ls take a chunk of memory of a 
certain length in bytes and copies it to a new location. The actual 
format Ls 

MOVE source, destination, numbytes 

where source and destination are the addresses in memory 
where the 'chunk 1 comes from, and where it is going to be copied 
to, respectively, numbytes is the length of the 'chunk' in bytes. 

SOME TECHNICAL STUFF 

In graphics work, the source and destination addresses are 
actually places on the screen, To calculate the start of screen 
memory, use PEEK(8S)4256*PEEK(89), or DPEEK(S8j as your base. 
You then have to work out how many pixels there are in a byte. 
This varies from graphic made to mode - Graphics 8 is what is 
known as bit-mapped, where each pixel corresponds to 1 hit. 
Other modes have colour, so it is not enough to say whether or 
not a point is set - the COLOUR of the point must be stored. So, 
in multi-colour modes, perhaps 4 bits are used to store each 
point (this arrangement can handle up to 16 colours). I ll stick 
with GR.S for this example. There are 8 bits in a byte, so this 


mode has 8 pixels In a byte. This is the smaltesf size segment that 
can be moved, so if you move the screen, it can move only In 
multiples of 8 pixels. The GR.8 screen ls 220 pixels across, so It is 
40 (320/ S) BYTES across. So, to move a screen line, the 3rd 
parameter of the MOVE command will be 40. All you have to do 
now Is to work out where your line is coming from, and where 
It's going to. You can choose any line In GR,S by simply multi¬ 
plying the row number by 40 (the number of bytes In a row - 
remember?), and adding this to the start of screen memory. So, 
to copy line 0 to line 1 in GR.B, you could do 

10 BTART-DPEEKCeS) 

80 MOVE START, START+40, 40 

To copy from line 4 to 5: 

00 MOVE START+C4Q*4), 3TART+C40 ,, 6) 1 40 
and so on 

PhewJ! What am I on about ? Well, there is method in my 
madness, In that Listing I fades the screen by using the above 
method to copy a blank line (represented by 40 bytes, all with 
value 0) to different rows, blanking or fading out bits of the 
picture. This is the same as DRAWing a black line, but is a LOT 
faster. Try changing the program so that the fade procedures 
erase rows by drawing a black line and you'll see what I mean! 
Where does the move command get the blank line from 
though? Well, ! r ve defined a string array of 40 in length, and 
filled It with zeroes. I then use the command ADR to And where 
the string is stored. I can treat this as a sequence of 40 bytes so it 
Is, to all extents and purposes, a blank GR,8 line. These 40 bytes 
are then copied to the screen. Vaila! The same technique can be 
applied to different screen modes, but, again, I'll leave this to 
you as an exercise {I sound like a teacher! 'Make sure it's handed 
in on time'!). 

The entire screen scrolling effect In Listing 2 was achieved in a 
similar way. i'll maybe describe exactly how next issue. I'm sorry 
if I've lost some of you with a 'technical' description, but there is 
no other way I could describe the technique. 

BACK TO REALITY 

To finish off this issue, some quick general commands. Remem¬ 
ber the Atari Basic function TRAP <lineno>? What this does Is, 
when (or should I say if?) an error occurs, the program will Jump 
to the line number given and continue from there. Turbo Basic 
also supports TRAP #label which will do exactly the same, but 
jump to a label rather than a line number. 

In addition, you can make use of the reserved variables ERR 
and ERL ERR contains the VALUE of the last error which 
occurred, whilst ERL lets you know of the line where it occurred. 
So, you could have 

10 TRAP #ERB0R 


9000 #IRR0R 
900S GR.a 

9010 PRINT ' ERROR - Number is H ;ERR;" at line 
11 ;ERL;"," 

9020 STOP cor whatever you want to do> 

That should be enough to be getting on with for this Issue! Next 
time I hope to cover the new arithmetic commands, and some 
more general ones. Let me know if you want me to try and talk 
about anything that particularly interests you, and what you 
think. Write to me Gordon Cameron, c/o 13 Muir Sank, 
Scone, Perthshire PI 1 2 6S2, SCOTLAND. * 
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TURBO BASIC TUTORIAL Listing 2 


IL 4 


iLiun iiii umii i iiitiwi 


BF i ItCH » TriHU D BASIC TUiQRIftL 3 to 

PP 3 REH to by r. n-r-rtij ii CdHvran u 

aH 1 MH D rvr i to 

Jl 5 BEH m LIST INF. i ET 

LL S BEN q ATARI KL^KE 0Ml V It 

if 7 KtH rrrtrm.. mumi . . mi unm an- 

HU A AEM 
PJ 1 * f„gn MO I N 

M K Z3 - - “-______ 

«T 30 -,- _ ,- 

pt 4* Phoc rtiTOfi 
tn 0* CL4 

VP ft* POSITION ® , S' T T "GRAPHIC tK by G - C 
'ST" 

*i ?D P Q 5 I T 1 OH 5 , 3 : T '■-- 

F"? SO POSITION /,E:» "OPTION 'Doer' p 
r f pc t” 

EA 70 POSITION /,a ;7 "SELECT - Scroll u 
P" 

4JF 100 POSITION T ,!!: 1 "MART - Scroll 

POMI 11 

rn 11 V PGSIIION 7,12:? "SPflCL baudcb 
0 ♦ f fit f" 

** 130 POSITION 6 , 20 :? "Press Jny hey, 
Iti#n wait. , ■■ 

U& 130 MH III INK Ev£ - ■■■■ ; HP HO 
UP 1411 EHDPBOC 

OY i$ft- • -■ __ 

P4 160 ---- 

UP l ?0 PROt SPECIAL 

AC 100 Sfnpff 0 i 755 r 3 . ft 

■W 17® FOP LQOPi® TO 3040 1TLP 40 

•JA JOB MOOF MNl£ 1*11*3*40 “LOOP,, MA*i . LOO 

P- 

IT 210 MOVt HM£SF*3a4S , Ta TftRT + 7600-L OD 

P,LOOM 

ZP 22D HE kI LOOP 

*f zif FOR l□d p~14 TO 0 Step i 

A0 7t* SOUND F,ISS.fi.LGOPlSOUNfr 1,254 

, *, l □ g p 

UZ ?5* SOUND t r 2S0, 6 ,LOOP 

If Si ZF-O POKE Z84 , LOOP EPft USE tLOOP + 2 S> ? 

zz 279 Men r loop 

l|N Z00 £ T-IJlIMp 


HOUF MSS,LOOP, 112 # 

MFKT LOOP 

FOR L OOP Til ART i 65? (i TO STflRTMO 


-40 


MOVE NSC,LOOP,113* 

HOOF NfitAEHQOR-llATmiOSO.LDO 


NY l?e IHC-O 
UL 300 EMtPHDE 

31* —- 

OU 326-- -- ._, ., __ 

FO JiO PROC POUNCE 

Tc 34F t on loop-start tq siARM6-j£,y sit 

p 40 

or iso 

ZY 360 
St 3 70 
STEP 
H 300 
t N 370 

P+- 10 B 0 , 4 # 

AH 400 RENT Logo 

Jp 410 FOR L OOP —0 0 T0 33S0 STEP 40 
MB 4 3* MOO* HSS , ST A Q I * L 0QP, 1120 

OF *30 MOV-E MH>F re T L DDF-40 . ST URT»I OOP 

to.il 
7.9 440 
LF 4 4S 
UM 450 

PD 40 0 - -_, „ ,__ _ 

PF 4/0 --4---- 

OE 400 PBOC KEY 

IF HOT CPEFK(53Z7T)fill 

HOVE HHCfi£ + ?BBB-IHC, MART, THC 

HOWE HflERF , START* INC P SlJC IHC 

l*tiTTHC+SO) MOP 76S* 

EHOJF 

IF Nor {PEEK<5,12 7 71 fin 

MOVE HHF P F* 7 6 D B IOC . START, IHC 
HOVE MN£Pt. START+lHC ,3 11ft-IHC 
IMC-{IHE -ftft ) HOP 7S00fIF IRC to 


HEKT LOOP 
IHC-# 

E HP P U DC 


PH lS(t 
0« SOO 

ID 510 
TN 520 
HO SJ 0 
OZ S 40 
BS SS® 

JR 30 0 
IN 570 

IHEH INC-760O 
YF 560 FH 6 I f 

HL 300 It- HOT (PEEK €033 70S fid J 

US BOO EKEf 5PFCIA1 

KR 610 EHR TF 

HI4 620 IT 1NKEVS-" «> 

vo #3® fmec oouhcf 

WN 640 tHPIT 

W 65@ tHOPAOC 

OF 3B0 - - - 

PM 670 

OR 600 J»«OC SETUP 


P*4 

37D 

ftIH F1,IPS 1B.1IOJ 

FV 

/B 0 

DIM H3G J 111201 

II 

7 J* 

MHERF-ODR CT LIP t ) 

AH 

779 

fifC^ADRlHSClj 

HR 

7 ID 

6 R A PHI L \ Hj 

Hi 

740 

FOB IBOF "6 Tft 4J3tTCDl0R LDDP.D 


0 ", HE St I LUDP 

&I 

75# 

SIllfltFECKfBR t 

04 

799 

FOB L GOP”1 TO & 

r k 

779 

Cm.OB LOOR+J 

GV 

799 

PL Of LOOP. LOOP : DRCiHTO 75 LOOP 


LOCTP 


0 F 


DRAI4T0 Tft-t.DOPj Z 7“LOOP i DHflWTO 


LO<Pt 

►I7-L0&R 

LL 

BIB 

DRftHTQ L OOP.LOOP 

Z T 

li* 

NCHF LOOP 

HN 

4ZB 

tULDP 4 

■ s 

03® 

TEXT 17,7,"PR6L 

!JD 

D 4 B 

MOVE STORI,M3C,in#0 

Hf 

03* 

cpfiPmc v ifl 

tc 

B60 

FDR 1a#t = 0 tn 4 :5 E T COL DR LOOP .0 


ft 1 HE XT rl y up 

a-H 

979 

■FOB LOOP-4 TO 40 6 TFp 4 

OH 

as# 

CDlOt C** 

PU 

97* 

CEftOLE 4 8 -, H LOOP ,:L0QPP17l"Z/fl#l 

KV 

70# 

FCPI.Oft C*«:P»IHI 41 - L OOP ,50 

01 

71* 

e- fC+ll MOD & 

ZH 

53# 

MtKI i^OP 1 

HD 

730 

c u l LT H t 

PP 

74* 

MOVE T p R 1 , HHF B f .fill# 

MC 

05D 

CPtotHICS 1 ft 

DO 

7*0 

PONE 70 *,B 

NO 

7? 9 

FDD LODP-fi IQ 4 

RY 

7*0 

^ F T C 0 L DR 4-J OOP , 6 „ IL ftftp* 1 S «3 

Ok 

5 5D 

NEW f LOOP 

ire 

Iftftft 

CHDPROL 

HF 

ie id 

- - _ 

HI 

10 30 


sz 

193® 

n H 4 j h 

It 

104 D 

pheo Intro 

KM 

1050 

ENfiC 6 EIUP 

Cfi 

106* 

EXEC SPCCIOt 

KL 

lfi7ft 

ELD 


C¥ 1000 ENEC KEY 
MH 1070 LOOP 



A COMPLETE SERVICE IN COMPUTERS & SOFTWARE 


GAMES 

Letter Boaid . 

Summer Game& . 

Gaunltet ... 

Gaunlfet DBEpe^ Oungeor: 
Smash Hits Vol, 1 -7 each 

Living Daylights . 

Trivial Pursuil . 

Hghler Pilot . 

Tomahawk! ... 

Mercenary .. 

Second City ... . . 

Compendfun ... . 

Spy v Spy .. 

Spy v Spy II . 

Spy v Spy 111 . 

Spy v Spy Trilogy. . 

Aztec . 

Polar Pierre ... 

Boulderdash II .. .. 

Mr Robot . 

Bela Lyra# .... 

Greatest Hits Vol. I . 

Arkanoid .... 

Trail Blazer .... 

Footballer ot lhe Year . 

Silent Service . 

FI 5 Strike Eagie . . 

Solo Ffighl II .. 

European Soccer .. 

Tiger Attack . 


Cass .Disc 
&M 11 95 
12.9b 
3.99 If.95 
2 99 6.99 
. 6.99 

6 95 12.95 

12.95 14.95 

7.95 10.95 
12 95 

7.95 10 95 

4.95 7.95 

9.95 12.95 

6.99 
6.99 
6.99 
9 95 
6 99 
6 99 
6.99 
6.99 
6.99 
6.99 
9.95 
9 95 

2 99 

6.95 10.95 
9 95 10.95 
9 95 10.95 

12.95 

6.95 


GAMES 

Winter Olympiad 66 

Mirax Force . 

Winter Events . 

Eidolon . 

Harter ... 

Rescue cn Tractuia& 

Ball Blazer . 

Rampage . 

Ghogtbuslers . 


Cass 

6.95 

8.95 

■199 


.Di$t 
T? 95 
0 95 
9 95 
9.95 
6.99 
6.99 


ADVENTURED RATE GY GAMES 

Alternate Realily Cily ... 
Alternate ReaPily Dungeon .. 
Temple of Apshai Trilogy . 

Gunslinger .. 

Eternal Dagger . 


4.99 
7.95 

4.99 
4.99 
4.99 
199 
499 
499 


Atari Aces. . 

Atari Shoot'em ups 
Atari Platform Perfection 

Spindizzy . 

Intemaiiooal Karate 

Speed Run . 

touchdown Football 

PitstOP II . 

Spittle 40 . 

Dracoons .. 

Druid .. 

Whirlmund . 

Encounter . 

ADVENTURE$THATEGV GAMES 

Hilchh ker'S Guide 

BaUyhoo . 

Suspect . 

Hollywood Hi Jinks 

Slarcross . 

Cutthroats . 

Jinxter . .. 

The Pawn . 

Lancelot . 

Time A Majik .. 

Luflung Horror . 




6.99 

221b Baker Street 


.. 199 6.99 

USAAF . 


9.99 

Cumputer Ambush . 


;e .. 1.99 5 95 

Warship 


. 4.99 

Carrier Force .. 


. 4.99 

Bailie of Antielam 


i . . 4,99 

Kamfgroppe .... 


. 199 6.93 

MftCh Brgadc 


6.99 

Geltesburg 


. 7.95 9.95 

Panzer Grenadier .. 


6.99 

Sons of Liberty . 


11 95 

Shiloh 


. 4.99 6 99 



. 6.95 10.95 

XLtfE CARTRIDGES 


. 199 

Rally Speed wav 

8.95 

. 199 

Designer Pencil 

. 6 95 

.. 4 99 

River Rain 

.... 3.95 

GAMES 

F J ittall II . 

8.95 

Space Shuttle . 

B.95 

19 95 

Dreadnought . 

B.95 

12.95 

Blue Max . 

.... 14.95 

12.95 

Ra 1 Blazer .. . 

. 14.95 

12.95 

Final Legacy 

. 14.95 

12.95 

Lode Runner 

. 14 95 

12.95 

Arthon 

... 1195 

16.95 

Star Raiders ii . 

... 1195 

16 95 

Battlezone . 

.. 14.95 

. 13.95 12.95 

Pengo . 

.... 12.95 

. ’3 95 12.95 

Pole Position 

. 12.95 

12.95 

.... 12 95 1 2.95 

Defender .. 

. 9.95 


14.95 

14.95 
7 95 
9.95 

16.95 

22.95 
995 

25.95 
25.95 
25.95 
2c 95 
25.95 

25.95 

22.95 
22.95 
22.95 

22.95 

23.95 



219/221 Cannock Road, Griadsmoor, Cannock 

Staffordshire WS11 2D0 
Telephone (0S43) 466577/8/9 


Add &Up la orders I ess man C5 CD 


All pi|c*i am correct lim* nl g □ ing Id 
proES. flfiCE^s #r Visa cinders weltfiinfr 


Ci 


UTILITIES ROM DISK 

Mini Office II . 18.50 

Alari Writer . 29.95 

Atari Writer Plus . 2995 

Macro Assembler .. . 1995 

Assembler Editor . 16.95 

Microsoft Basic If .. 19,95 

Silent Buller . 16.&5 

Planelarium .. ig’gj 

Gut n Paste . 22.95 

Pfintshop . 

Printshop Cumpaniflo .. 19.95 

BUDGET SOFTWARE Cass. Dfsk 

Las Vegas Casino . 2.99 

Speed Ace .. 2.99 

Rockford . . 2.99 

Football Manager . 2.99 

War Hawk . 1.99 

Soccer ...... 1.99 

Kickstart... 1 99 

Ninia .. . 299 

Pitfall 11 ... 2.99 

Pot Hole Pete . 1 , 9 g 

Henry's House .. 1.99 

Revenge II . . t.gg 

Grand Pfli( Srmulator . 2.99 

Transmute r . 299 

zybe*... 2,99 

180 . 1,99 

Video Classics . 1 99 

Up Periscope . ... 1.99 

Submarine Commander f.99 

Pm Golf . . 2.99 

Spooky Castle ...... . 2.99 

Daylight Robbery . 1.99 

Ghosthusters .. 2 9^ 6 99 

Stingsriol .. 299 

Hardball . 2.99 

River Raid . 2.99 

Decathlon ... 1.99 

j-ocky Wilson's Darls . 2.99 

Thunderfo* .. 2.99 


ease add £1 per item i&r dYBrsBaa 

Pl&ase mahfi Oieques *r Postal OrdHfi pa^fiblfi Id: •WILES 0ETTCR SOFTWAHf 
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UTILITY 

REAL-TIME 

CLOCK 


T his machin-e-tade program allows your Atari to keep track 
of the time. Von can use it as an ordinary clock, alarm 
dock, process timer, interval timer and much more. It is a 
stand-alone program which needs no help from Basic, hut it is 
designed to interface easily with Basic applications software. The 
routine can be either cassette or disk based, and it will work on 
all Atari 8-bit computers and can easily be adapted for NTSC 
compatibility so readers in Europe and the USA needn't feel left 
out. 

The clock Loads and Runs automatically on power-up., and it's 
accurate to within 80 seconds per day. It can be started, stopped, 
set and reset manually from the keyboard, or by simple PEEK 
and POKE instructions in a Basic program. 

The routine creates an extra screen line for the display, .so you 
lose none of your normal programming area, It's immune to 
Break and Reset, and even changing Graphics modes will not 
worry it in the slightest. All the action takes place during Stage 1 
of the vertical-blank interval, so you can still use Stage 2 (defer¬ 
red) VBIs in your applications. There are several other features 
which well describe as we go along. 


TABLE 1: ADDRESSES USED BY THE CLOCK ROUTINE 


1777 

1778 

1779 

1780 

1781 

1782 

Seconds 
Seconds x10 
Minutes 

Minutes x 10 
Hours 

Hours X 10 

PEEK these addresses 
to read the current 
time, or POKE with 
new values to change 
the time setting 

1788 

ZERQFLAG 

Normally non-zero; changes 
to 0 when display reaches 
90:00:00 

1784 

LOCKOUT 

Normally zero. POKE with 
any number from 1 to 25& to 
disable console-key setting 

1785 

MODE 

Clock mode - see Table 2 

1786 

U5R1 

Entry point tor USH call to 
zero the display 

1789 

USR2 

Entry point tor USR call to 
initialise Countdown 


Len Golding brings you a 
super machine code utility 
that lets you use your Atari 
for any number of counting 
and timing applications 

TV PE IN THE PROGRAMS 


The first job Is to- type In the appropriate machine-code routine 
- Program 1 if you're using a disk system, Program 2 if you're 
a cassette user. Both programs work in substantially the same 
way. When you RUN them they will create an appropriate 
autoboot file. 

Lefs look at the disk version first. Start by saving Program 1, 
then insert a disk which contains DOS.SYS and DUP.SYS, but no 
other files. Run Program 1 to create an AUTO RUN. SYS file 
containing the entire clock routine, Now switch off the computer, 
wait a few seconds and switch back on again. After the usual 
start-up delay, you'll see the extra line, complete with digital 
display, appear an screen. 

To make the cassette version, type in and Save Program 2, then 
insert a fully re-wound blank tape, type RUN and hit return. 
Nothing will appear to happen for about twenty seconds, then 
you'll hear the familiar double beep. Follow the usual CSAVE 
procedure, and the dock routine will be written to an autoboot 
file for you. This file is then loaded like any other machine-code 
cassette - switch on the computer while holding down the START 
key and proceed as for CLGAD. The tape takes about twenty 
seconds to load, then the dock display will appear, 

SETTING THE TIME 


Initially the clock latches into 'standby' mode, with the count 
frozen at 00:00:00, so our first job is to set the correct time of 
day. This process is similar to setting a digital watch, with the 
console keys serving as function buttons. 

Hold down SELECT and the message 'Set Seconds' appears. 
While still holding SELECT, press OPTION and the seconds dis- 
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OEM M- M H XH i 
REM * 

REM * 

REM * 

REM * 

REM *- 


WMKWMMMH M WW ttM MHWgtt H MK 

REftL TIME CLOCK * 

for ATARI KL/KE * 

(Cassette version) * 

by Len Golding * 


KD 7 REM « PAGE 6 MAGAZINE - ENGLAND * 

W 8 REM **HKHHKMWKMKKHHKlt l fW i tMHM**MHMMH 
HO 9 REM 

RV 10 REM PROGRAM 2 - Makes an autoboot c 
sssette version or the Clock routine 
vs 20 t!F-R={f>EEK(iB6}~24}KZ56!ffEH reserve 
a safe area at the top of ram as a ten 
porary buffer 

MR 10 FOR H-O TO 4G i RE AD R:POKE 15J6 + H p tH 
Nekt KiREM Load the new 5AUE routine i 
nto page 6 

DC 40 RATA 104,104,133,204*104*113,2*3,IB 
4,133,200,104,133,205,162,16,109,11,15 

7,60,3 

PG SO RATA 165,203,157,00,3,165,204,157,0 
9 ,3,165,205,157,72,3,165,206,157,73*3 
HM 60 RATA 32,86,228,96,67,58,155 
NA 70 REM LRad the program temporarily in 
to the reserved buffer space 
TF a# X = 0:RESTORE 150 
LM 90 REAR DiIF D~~l THEN lze 
M5 100 POKE BFR+X,D;K-X+l;GOTO 98 
NT HO REM Now read the data from the tern 
porary buffer into an Autobopt cassett 
e ft le 

TV 120 OPEN 81,8,120, "C;" 

KA 130 X^USR(1536,BFR,PEEKtBFR41)*12B3 
NY 140 END 

PH 150 RATA 0,8,237,6,35,7,169,60,141,2,2 
11,200,6,76,253,9,70,42,10,162 
YQ 160 RATA 50,169,41*142,90,10,141,07,10 
,32*254,9,32,29,10,169,0,141,248,0 
00 170 DATA 173,48*2,141,90,10,173,49*2,1 
41,91,10,24,96,169*234,141,231,2,169 
JK 160 RATA 10,141,232,2,162,7,160,55,1*9 
,6,32,92,228,96*165,66,240,28 * 173*88 
DL 190 DATA 10,16,14,173,249,6,141,89*16, 
9,1,141,249,6,32,1&5,8*169,10,141 
KA 200 RATA 88*10,16*19,173,80,10.46,14*2 
08* 9,173,8 9,10,141,249,6*32,IBS,8 
IH 210 DATA 206,88*10*162*38,173,249,6,20 
1*16,144,5*169,4.141,249,6,41,4,240 
RH 220 DATA 11,169*0*157,117,10,32,29*10, 
76,195*7,169,10,157,117*10,206,95,10 
HV 230 DATA 16,9,206,102,10*173,87*10,141 
,95*10,206*102*10,16*30,32,35,10,173 
M8 248 DATA 249,6,41,2,240,25.32,176,9,17 
3,247,6,208,6*32,254,9,76.195,7 
IA 250 RATA 173*249,6,41*251*141*249,6,70 
,195,7,32,12*9.173,249,6*41,2*205 
GO 260 DATA 96,10*240.18,141*90,10.41,2,2 
40,8*173,247*6*246,3, 76,107,8, 76 
VP 270 DATA 84,8.32*105.B,206,108,10,48,3 
.76,102,0.169,10,141,1O0,10,173,248 
ML 260 D ATA 6,240,3,76,182*0, 173,31*200*1 
62.0*201*7,144,6,142*101,10*76*102 
LC 296 DATA 8.173,249.6,41,254*141*249,6* 
173*31,208*201*0*208,6,32,254*9,76 
5Y 300 DATA 50,8*201*1*208*43*173,97*10,2 
40,ZZ3*160,4*140,249*6,201,1,200,6 
316 DATA 32*12* 9*76*68*8,201*2*208*6,3 
2,40, 9*76 *68.0 * 201,3* 200.194 
320 DATA 32.66,9*32,106*9.76,182*8,201 
,6,208.12*142,97*10*142,249,6.32 


HF 


R V 


Listing 1 - The Routine for Disk users 


HU 320 DATA 169, 6 *141,171,J3,240 * 5,169* 23 
5,141,171,33,173,249,0* 41,1,208 * 37, 173 
XT 330 DATA 171,33,45,44,142 * 169,33,14B* 1 
70*33,138,24,10$ *3,141*194,33*152,105 * 
0 

JC 34ft 141,195,33, 169,180*141,48,2*1 

69*33,141.4 9*2* 76,46,32,173,169,33,14! 
FE ISO DATA 40,2.173,170,33,141*49,2,96*1 
hZ,0,238*241,6,173,241*6,20!,lO,144 
F¥ 360 DATA 82.142,241,6*238,242*6,173,24 
2,6,201*6,144,69,142,242,6,230*243,0 
HN 370 RATA 173,243,0*201*10,144,56,142*2 
43.6,23B,244*6,173,244,6,201*6*144,43 
EL 3SO DATA 1*2*244*6*236*245,6,173,245*6 
*201,4,144,30*172,246,6*192*2*176*17 
RD 390 RATA 201,10,144*19,142*245*6,230,2 
46*6*173*246*6,201*3,144,6,142*245,6 
SG 400 DATA 142* 246 * 6,169,0 r 141 *247 * 6,162 
*5,109,241*6,9*16,157,162,33,41,15 
VC 410 RATA 13,247*0,141*247,6,202,16*237 
,173,24 9*6,41,8,208,36,173,182* 33*141 
OE 420 DATA £19,33*173,183*33,141,218,33, 
173*164,33,141,216*33,173,105*33,141,2 

15*33 

ID 430 RATA 173,106,33 * 141* 213*33,173 , 187 

,33*141,212,33,96*206,241.5,16,51*169* 

9 

JU 440 RATA 141*241*6,206,242*6,16*41,169 
,5*141*242,6*206*243,6,IB,31*169*9 

NT 458 DATA ±41,243,0*206,244,6,16*21,169 
,5,141,244,6,286,245,6*16*11,169,9 
UL 400 RATA 141,245,6*206,240,0,15,1*96,7 
0*141,32,134,265*132*206*100*11,177,20 
5 

VR 470 DATA 153,190,33.136,10,240,140,173 
*33,96,104*169,0*141,176,33*102,5,157, 
241 

MU 480 RATA 8,202,16,250,32*64*33,169,4,1 
4!,249,6 * 32,141,32*162 * 236,160,33,76 
OS 490 DATA 14,33,173,106*33*141,174,33,1 
73,1?S * 33,141,181,33,96,104,169,2*141, 

2 46 

GV 500 DATA 6,169,3*141*245,6*169*5,141 *2 
44*6,141*242,6*169*9,141.243* 6,141 
ZE 510 RATA 741,6*32,141,32,32*64,33,159, 
6, 141,24 9,6, 152,249,160,33 * 76*14,31 
Afl 520 DATA 173 * 172, 33,133,lO* 173,1?3 * 33, 
133,11,173*68,30*133*12,173,69* 30,133, 
13 

T5 S3® DATA 172,90,228.174,97*226,169,6,3 
2,92,22S,169,0,141,231,2,109,30*141* 23 

2 

U5 540 DATA Z,IDS,10,0* 24 * 255 *0,0*0,0,0,0 
,0,50 *0,0,0,20*0,50 

LS 556 DATA 16*16*16.10,16,10*112,112,60* 

196,33,1,0,0*0,0.0,0*0,0 
Cl 560 DATA 0,0,52,41,45*37*26*8,0,0,16,1 
6,26,10, 16,20,15,16* 0,O 
UT 570 RATA O,0 f O*0,O,0,0,0 f0 ,8,0*0,O,O,fl 
, 0 * 0 , 0 ,e ,0 

MG 560 DATA 0.0,52,11,45*37*26.0,0,0*35*4 
7,53*46,52*36,47,55.46*0 
GZ 590 RATA 51,101*116,0,51,101,99,111,11 

0,100.115,0,51*181,116,0,(5,105.110,11 
7 

CF 600 DATA 116,101*115,0,0.0*51*101*110* 
0,40.111,117*114 * ±15,224,2,225,2,0,30, 

-1 
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«0 1 REM W- WWUMW W WWM M Umk W W B M WW M W 
WW Z HEM * REAL TIHt CLOCK * 

HO 3 REM * for ATARI HL/HE ■* 

"5F 4 REM * version) * 

ZU 5 REM N hy Lffl GaJding * 

55 6 REM » ----- - * 

Kl> 7 REM * PAGE 6 MAGAZINE - ENGLAND * 

HU S HEM W W MMMWm h W H MMM fc frHMM 

NO 0 REM 

RV la REM PROGRAM 2 - Makes an autoboot c 
assette version of the Clock routine 
ys 20 0FR-{PEEK,£186*-241*256 i REM reserve 
a safe area at the top of ham as a tern 
porary buffer 

MN 36 FOR H=0 TO 4ft:READ D'POKE 1536+H.D: 
NEHT X t REM Load the new SAVE routine i 
nto page 6 

OC 40 DATA 104j104,133,204*£04„ 133 J 203,10 

4 ( iSl J 206 p i84 t 13I,J« J i62,16 J lB?,liaS 

7 j 6613 

PG 50 OAT A 165,203,*5?,68,3,165,204,157,6 
0,3,165*205,157,72,3,165*200,157,73,3 
HM 60 DATA 32,06,220,26,07,56,155 
MA 7ft REM Load the program temporarily in 
to the reserved buffer space 
TF 80 X = 0 i RESTORE 15ft 
LM SB READ 0;IF D = -± THEN 120 
H5 1O0 POKE BFR+X,D:K = X + ±!GOTO 06 
NT no REM Now read the data from the tern 
porary buffer into an Autoboot cassett 
e f i le 

TU 12ft OPEN HI, ft, 12ft, '*CJ “ 

KA 130 X=U5fc£1536*6FR,PEEI£CBFft + l)«12ft) 

NY 14ft END 

PH 150 DATA ft,8.237,6,35,7,165,66,141,2,2 
11,20-B, 6,76, 253* O* 70,42,10,162 
¥0 160 DATA SO,16ft,41,142,36,ift,141,87,!ft 
* 32,254,0. 32,2ft, 16 16 9 ,0,141,248,6 
BO 170 DATA 173,48,2, t, 41, 20,10,173,4ft,2,1 
41,21,10,24,26,lftft^234,141,231,2,16ft 
JK ISO DATA 10,141,232, 2,162, 7,160’,55,16ft 
,6,32,02*220*ft6* 185,66,240,26 * 173,88 
OL iftO DATA 10,10,14,173*240,6,141* ftft,1ft, 
ft,l r 141,£4ft,6,32,185,8,16ft, 10,141 
KA ZOft DATA 80*10*16,10,173,88*18,40,14,2 
ft*,ft, 173 j 00,18,141*240,6*32,105,9 
1H 210 DATA 206,8*,1ft,162,3*,173,24ft,6,20 
1,16,144,5,16ft,4,141,24ft,6,41.4,240 
RK 22ft DATA 11 * 16ft,O,157,117,1ft,32,2ft,1«, 
76,195j7,162,10*157,117,10*266*25, 1ft 
MU 23ft DATA 16,ft,2ft*,IftZ,1ft,173,87,1ft,141 
.ft5,10,206.102,10,16,38,32,35,10,173 
MB 240 DATA 240,6,41,2,240,25,32,176,2,17 
3.247,6,2 88, 6,32,254,0,76, JLft5,7 
IA 250 DATA 173,24ft,6,41,251,141,24ft,6, 76 
,155,7*32.12,ft,173,24ft,6,41,2*205 
CO 260 DATA 00,10,240,16,141,00,10,41,2,2 
40,0,173,247* 6 *240,3*76,107,0,76 
UR 270 DATA 04,8,32,185,8,206,100,10,46,3 
,76,182,*,16ft,lO,141,100,10,±73,Z48 
WL 2*6 DATA 6,240,3,76,1*2,0,173,31,200,1 
62,0,201, 7,144,6,142,101,10 * 76*182 
LC 20ft DATA 8,±73,24ft,6,41*254,141,24ft,6, 
173,31,208,201.0,208,6,32,254,0,7b 
5Y 300 DATA 6*,8,281 * 1,208,43,1 73.ft7,lO,2 
40,223* 160,4.14ft,24ft,6,201* 1,2*8,0 
HF 310 DATA 32,12,ft,76,68,8,2ftl,2,20*,6,3 
2,4ft,ft,76,66,ft,201,3 * 208,104 
RU 320 DATA 32,66,0,32,186.ft.76,182,*,28± 
,6,200,12,142,ft?,1ft,142,240,6.32 


Listing 2 - The Routine for Cassette users 


AU 330 DATA 22,10,76,182,0,201.2,208,10*1 
73,247,6,240,160,160,2,14±,240,6,142 
LQ 340 DATA 07*10,32,86,16*76,182,0,201*5 
,208.65,172*10±.10,268,66,200,14#,161 
DM 350 DATA 10,173,240*6*0,4,141,240,6,23 
*,07,10,173*07,10,201,4*144.5,160 
OF 360 DATA 1*141,07,10*201,1,208*7,102,1 
*2,160*10,70,170,8,201,2,208,7*162 
HL 370 DATA 104,160,10,70,170*8*261,3*208 
* 7,162,206,160,10*32,235,0, 76,05,228 
FU 388 DATA 174*48*2*172,40,2*224*100,268 
*4,102*16.240,7*16ft,ft,141,02*10,240 

WH 300 DATA 5* 16ft,265 *141 * 02,18,173,24ft H 6 

,*1,1,208,37,173.02,16,48,44*142,06 
OZ 480 DATA 10*14ft*01,18,13ft,24*185*3,141 
*115,16.152,105,0*141*116,10,160,100,1 

41 

SJ 410 DATA 48*2,160*10,141,4ft,2,76*11.ft, 
173,00,1ft,141*48,2 * 173,OA,10,141 
DH 420 DATA 40*2*06,162*0*238,241,6*173,2 
41*6,201,16,144,82,142,241,6*238,242 
AJ 430 DATA 6*173,242.6,201.6,144,60,142, 
242,6,230,243,6,173,243*6*201,10*144 
CU 440 DATA 56,142,243*6,238*244,6,173.24 
4* & .201,6*144,43,142,244*6*230*245,6 
FP 45ft DATA 173,245*6,201,4*144*30,172*24 
6*6,102*2,176,17,201,10,144,lft.142,24JS 
H6 460 DATA 6*238,246,6*173*246,6*201,3,1 
44 *6,142,245,6,142,246,6*160,0,141 
PA 478 DATA 247,6,162*5.180,241,6.0,16*15 
7,103,18,41,15*13,247,6*141,247,6 
LP 400 DATA 202*16*237,173*240,6,41,8*268 
,36.173*103,16,141*148,16,173*104*18,1 

41 

BA 400 DATA 130,10,173*105*10,141*137,18* 
173,106*10,141,136 * 18*173*107* 1ft * 141,1 
34,16 

UO 500 DATA 173,188,10*141,133*10,06,266, 
241*6,16,51,160,0*141,241*6,266,242*6 
FI 510 DATA 16,41*160,5,141,242*6,206* 243 
*6,16* 31*160*0,141 * 243*6,266,24 4*6 
0A 520 DATA 18,21,160,5*141*244,6*206,245 
,6 *16,11*160, 0,141,245* 6*286*246*6 
HZ 530 DATA 16*1*06,76*106,0,134,205,132* 
206*16B* ±1*177* 285,153,117 * 18 * 136 * 16 ,2 
48 

II 548 DATA 140*00*10*06*164,160*8,141,07 
,18,162,S, 157,241„ 6,282*16*250.32*20 
CR 550 DATA ±8*160*4,141*240,6,32*106*0*1 
62.157*160,10*76* 235* 0.173* 87,10*141 
TE S6i) DATA 06*10,173*06*18*141*162*10.06 
*104,160* 2,141*246*6*160,3*141*245,6 
NO 578 DATA 160,5*141*244,6*141.242,6*160 
,0,141.243,6,141,241,6.32*106,0.32 
PN 580 DATA 20,10,160*6,141,240,6*162,170 

* 160*18,76,235 *0,24*255,6,0* ft* 0 

88 500 DATA 0,0,3*50,8*0*6*20,8,50*16*16* 
16,16.16*16.112 *.112,66*117 
VY 60O DATA 10*1,6,0*0*0,B,8,0,ft*6,0*52*4 
1 * 45 * 37 * 26,0*0*0 

TF 61# DATA 16,16,26*16,16,26,16*16,8.0*0 

* 0* ft* 8,8,6* 0* 0 *#*• 

D¥ 620 DATA 0,0,6*8*8*0,0,0*8,0*0*0*52,41 

* 45,37*26*8*0*8 

LP 630 OATA 35 *47.53*46*52,3ft ,47,55.46*0* 
SI * 101*116, ft * 51,101*00,11.1,11ft* 180 
KP 648 DATA 115 * 0,5± , 18 £ , ±16 * ft * 4ft * ±00, 14 ,o 
,117,116.101,£15,0.0*0,51,101*116*0 
UE 650 DATA 48*ill*117*114*±15,-1 
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play will advance rapidly. When the correct selling is reached, 
release both keys. Repeat the procedure to step through 'Set 
Minutes and Set Hours . it you wish to step through the phases 
without altering the time, simply press and release SELECT. 
When the setting is correct., or at any time during the setting 
process, the clock can be started. 

Press START to set it counting upwards at one-second intervals 
from your pre-set time. You can also make it count downwards, 
provided you're not already at zero, by holding down OPTION 
and pressing START. While the clock is counting in either direc¬ 
tion., an asterisk appears to the right of the display. This dis¬ 
appears when the dock stops counting for any reason. 


YOUR ATARI AS A STOPWATCH 


If you want to use the dock as a stopwatch, use START to set 
it going and SELEC I to stop it (ignoring the 'Set Seconds' mes¬ 
sage). To resume counting, press START again. To zero the 
display, hold down OPTION, then press SELECT and START 
together. The count will now freeze at 00-00:00 until you press 
START again. 

The clock contains several features which are not accessible via 
the console keys, but can easily be controlled by Basic PEEKs and 
POKEs from inside your own applications software. Table 1 
shows the relevant addresses, which are identical for both casset¬ 
te and disk versions. 

The display registers (1777 to 1782) contain the current time, 
in ordinary decimal form - one register for each digit, To set the 
clock from inside a Basic program, simply POKE new values into 
these registers. The new setting will appear when the clock next 
changes. If the display is locked (hang on, we're getting to that) 
then the new setting won't appear until you unlock it. 

It is possible to POKE higher numbers than arc usually accept¬ 
able in a dock display * for example '9' into the 'Hours x I0 r 
address. Ihis may be useful for special purposes, but iris usually 
best to insert some form of trapping system in your applications 
software to stop the user doing this. An example con be seen in 
the alarm clock routine at Program 3 r lines SO to 110, 


COUNTDOWN MODE 


In Countdown mode you will usually want to know Instantly 
when zero has been reached. Address 1783 (ZERQFLAG) makes 
this easy. If the display is non-zero, this address will contain a 
number between 1 and 15, but as soon as the display reaches 
six zeros, the value in ZERO FLAG drops to 0, 

Address 1784 (LOCKOUT) is used to protect your applications 
software from accidental alteration (or deliberate tampering!) 
while it's running, if you POKE any value from 1 to 255 into this 
address, then pressing the console keys will have no effect on the 
clock. You can then use the console keys as usual in your own 
Basic programs. 


FIFTEEN DIFFERENT MODES! 


Now we need to explore the various clock modes - there are 
fifteen of them] Table 2 shows what's available. Every' mode has 
its own unique number, which you tan POKE into address 1785. 

If you select a 'Display off mode, then the extra display line 
will disappear from the screen* This happens automatically dnr- 
ing any time-critical I/O transactions, such us Loading or Saving. 
And while we re on the subfect, cassette users will notice that the 
beep routine resets the clock! This is because it interferes with 


TABLE 2; CLOCK MODES 



CLOCK 

COUNT 

COUNT 


MODE 

DISPLAY 

1 UP/DOWN 

STARTSTOP 

DIGITS 

0 

ON 

UP 

counting 

CHANGING 

1 

OFF 

UP 

COUNTING 

CHANGING 

2 

ON 

DOWN 

COUNTING 

CHANGING 

3 

OFF 

DOWN 

COUNTING 

CHANGING 

4 

ON 

UP 

STOPPED 

CHANGING 

5 

off 

UP 

STOPPED 

CHANGING 

5 

ON 

DOWN 

STOPPED 

CHANGING 

7 

OFF 

DOWN 

STOPPED 

CHANGING 

8 

ON 

UP 

COUNTING 

LOCKED 

9 

OFF 

UP 

COUNTING 

LOCKED 

10 

ON 

DOWN 

COUNTING 

LOCKED 

11 

OFF 

DOWN 

COUNTING 

LOCKED 

12 

ON 

UP 

STOPPED 

LOCKED 

13 

OFF 

UP 

STOPPED 

LOCKED 

14 

ON 

DOWN 

STOPPED 

LOCKED 

15 

OFF 

DOWN 

STOPPED 

LOCKED 

>15 

HEVERTS TO MODE 4 


4 is the norm&l Standby mode 



6 is the Counidown Standby mode 


the CONSOL register, and you can overcome the problem by 
POKEing a non-zero number into LOCKOUT before requesting 
any cassette I/O. 

In 'Count up' mode, the display will wrap around from 23:59:59 
to 00:00:00 and continue counting, but in 'Countdown' mode the 
clock freezes at zero. 


fUST A COUNTER? 


In 'Counting' mode, the clock counts up or down as directed, 
though you can freeze the display or even remove it from the 
screen. In 'Stopped' mode, the counting Ls halted. 

The display can be frozen at any time by selecting a 'Locked' 
mode, though counting can continue in the background - rather 
like a stopwatch "lap 1 function (see Mode 8). The asterisk at 
top-right of the screen is useful here, its presence indicates that 
counting is continuing, even though the display maybe tempor¬ 
arily frozen. 

Table 2 is a bit daunting until you get used to it. The easiest 
way to find the mode you require is to work from right to left, 
halving the number of choices at each step. The modes you'll 
use most will probably be 0, 4, 2 and 6. 

Returning to Table l r there are two addresses we haven't 
mentioned: 1786 and 1789. These provide stable entry points for 
two machine-code subroutines which you can use in your appli¬ 
cation programs. The command X=USR(17&6) will zero the dis¬ 
play and latch into the 'counfup standby' mode 4. A similar call 
lo address 1 .■ 89 will set the display to 23:59:59 and select 'count 
down standby' mode 6. 

The clock as shown is designed to operate with the British PAL 
TV standard, but it can be easily adapted to suit the NTSC 
system. Look at line 70 in Program 1, or line 160 in Program 
2. To modify the routine, change the first number from 50 to 60 r 
and the third number from 41 to 52. Save the new version then 
Run it to make an NTSC-compatible autohoot file. The second 
of these numbers - 41 or 52 - is the dock speed's fine-tuning 
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MO £ «EM wwwnMi * * > tm « w¥x » * H MWj*xw w mm N Kj<M M M 
55 2 REM * ALARM CLOCK ■* 

Hl> 3 REM * for ATARI NL/HE * 

MK 4 DEM * fuse With HEAL TIME CLOCKJ * 

ZU 5 REM W by Left Go I (fit'll * 

SS 6 REM *----"-* 

KD 7 REM * PAGE 6 MAGAZINE - ENGLAND * 

MU a REM KftKMM H ft M ft - M- W ft M M M HtcUMm i KM Wm t KMWW 

MO 3 REM 

BF 10 REM PROGRAM 3: AlarM Clock ~ H*t?pS 

vhen rr*-set Tine is reached. 

HR 26 DtfH = 17B?: DHL-1781 ;DHH^£780 :DML=L775 
!D5H^1770:D5L=1777:REM Clock display r 
Misters 

SS 30 M0PE^178SiLOCK0«T=17ft4 ; ZER0FLAG-17B 
J;ZERO-1286!C®OMH=1705:REM Control re9 
isters and USfi addresses 
DI 40 N-USRlZtHOJ :POKt LOCKOUT,IT REM Zero 
display and go to standby Mode W) 

HU 58 POKE L OCMOJJ T , 1 1 REM disable the cphS 
ole key setting facility 
TH 6 # HEM set the curent tim?; 

JB 70 7 "WHAT IS THE CORRECT TIME N 

QN7 Tl : ? 

SO 80 TRAP 70 

AH 3e ? " HOURS i”j” " i : IMPtlT H ; IF H<0 OR 
H>23 THEM ^0 

VB 100 7 "MINUTES;":" "JiTNPUT M:IF M<0 0 
ft M)59 THEM 1*0 

O0 110 7 "SECONDS E "?** 11 ; 1 INPUT 5 i IF 5<0 Q 
ft S>55 THEM 110 

£A 128 PEM Convert the values into ifidivi 
dual dig its; 

LK 13* HH-IMfIH/101 
UU 140 HL-H‘HK*l 0 
PI ISO tU+—INT tH/10 J 
AJ 160 ML=M-MH*10 
TK 170 SH=IHTC5710J 
FW 10* SL-5-S«*10 

vh 190 ? hh: ml ; ■■:" ; mh; ml . .. 

lit 2*0 REM Insert the digits into the six 
display registers; 

GI 21* POKE OHH,HH; POK F DHL,HL:POKE DHH,M 
H t POKE DHL,ML E POKE ( 05H * 5H;P0KE 051 ,3 L 
TU 220 POKE MODEj 0L REM Start the clock 
FL 230 REM Set the a lath tinei 
WE 240 7 *W‘;7 "WHEN 00 VOtf HAMT THE ALAR 
H TO G0 OFF 7" 

MO 250 TRAP 240 

LO 2&fl 7 "HOURS:" J 1 ' INPUT Hilf H<8 OR 
H>23 THEN 260 

BP 270 ? "MINUTES;**;" "} '* INPUT M:IT M<t O 
R M>59 THEM 270 

FC 200 7 "SECONDS ! "J ** INPUT 5;IF S<0 0 

ft 5 > 59 THEM 200 

GP 290 REM convert the values into indivi 
dual digits; 

LT 300 HH-IMfCH/103 
VU 310 H1-H-HHN10 
PI 320 MH^INTCH> 10 > 

AF 330 NL-M”MH*i8 
It 340 SM-IMT CS^ LOT 
FR 350 5L=5-SN*16 

GC 360 7 "5"j7 "ALARM MILL GO OFF Af "JHH 
; hl 3 IH : mh ; ml; "t"; SHi sl 
JH 370 REM loop until the pre-5#T tine is 
reached: 

PG 300 IF PEEK fPHHl - Hfl AMD PEEK tOHL 1 -HL ft 
HO PEEttfDHH* =MH AMO PEEKtDMLl -ML AMO P 
EEKE0SH3=5H AMD PEEKCDSL3=5L THEM 410 
GE 370 GOTO 380 

HZ 400 REM Pre-set ti*e has arrived; 

EM 410 50UM0 0,120,10.8 

JI 420 FOR H—1 TO 500:K£HT W 
UU 430 SOUND 0,B,0.0 

OB 440 END • 


Listing 3 - An alarm clack 


140 1 REM N WWaMM-MMM H KKK MM MK M MMK MIlH MM K MK W 
UF 2 REM ft COUNTDOWN TIMER * 

HD 3 REM » for ATARI HL7WE * 

ZZ 4 REM * £US0 With REAL TIME CLOCK! ft 
ZU 5 REM * by Lon Golding » 

55 6 REM *--H-- * 

KD 7 REM ft PAGE 6 MAGAZINE ~ ENGLAND * 

WU 8 REM M H ftMKWNMftftftftftftWftNM** " 11 * ***"*";* 

HO 9 REM 

0¥ 10 PE« PROGRAM 4; Countdown liner - 5o 
unds an alirn when count reaches 00:00 
; 0 * 

HR 26 DHH=17S2:0HL=17fll:DMH=176B:DML=1779 
;D4H=177B;D5L=1777:REM Clock display F 
egisters 

55 30 MODE—1735;LOCKOUT-17B4;ZEROFLAG—17B 
3 :ZER 0 = 17 «C ; CI>0HM=i7S9 : REM Control reg 
i Sters and U5R addresses 
KJ 4* H-U5RfCOOWMl J REM Initialise display 
to 23!59:59 and fto into countdown 5ta 
ndfey node tfil 

RU 50 POKE LOCKOUT, 1 ;REM Disable the cons 
ole key setting facility 
HU 6& ? "K":7 "WHAT IS THE COUNTDOWN STAR 
T TIME?":? 

RT 76 TRAP 60 

VI 8* 7 " HOURS!"?" "jilNPUT ft; IF H<0 OR 
H>Z3 THEM 6* 

FE S* 7 "MINUTES;" "ISlIiPUT N'lF M <* OH 
M>59 THEM SO 

MH 100 ? "SECONDS;"!" ! INPUT 5; IF St0 0 
R 5>59 THEN 100 
LT HO HH = INTfH^10i 
UR 120 ML=H-HH*10 
PE 130 MH-IMT CK/10J 
AF 140 ML=M”MHftl9 
TG ISO SH-INTCS/101 
FR 160 SL— 5 —SffftlO 

rb i70 7 "N";7 "Countdown started at "?h 
h:hl i"MHiML;"? sh;Sl 

BU ia* POKE DHH.HH:POKE DHL j HL E POKE DMH ,M 
HSPOKE DHL,ML:POKE DSH^SHsPOKE D5L,5L 
uM ISO POKE m0de p 2:REH Start the clock in 
countdown Mode, 

JD 2O0 IF PEEK EZEROFLAG! O* THEM 200 
JH 21* REM Count has reached 00 : 00:00 
DH 220 SOUND 0,200,10,B 
JI 210 FOR H-l TO 5003MEHT H 
UU 240 SOUND 0,0,0,0 

0R 2S0 END - 


Listing 4 - A countdown timer 


REAL TIME CLOCK 


control. The lower the number, the faster the clock, so you con 
experiment if you wish. 


SOME REAL APPLICATIONS 


Finally, let's look at some applications software - Programs 3 
and 4. The machine-code routine must be in memory before you 
Run either of these, or the USR calls will crash. Both programs 
are fairly rudimentary, so you'll probably want to add your own 
hells and whistles.. It would be easy, for eKumple, to send or 
receive signals through the various ports (joystick, serial or prin¬ 
ter) at pre determined times of day, or at pre-set intervals. 

You may well find additonul uses for these routines and could 
soon be using your Atari in applications you never dreamt of. 
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UPGRADED TO ST? 

Don't throw your old files away use 

TARITALK 

The most effective way of transferring files from your Atari 
3 bit system to your ST without the need for a costly 
interface, TARITALK comes complete with interface cable 
ancf software to transfer text fifes, database information, 
pictures, music files and more to your ST 

TARITALK is just £19,95 
and is available exclusively from PAGE 6 
use rhe order form or telephone us for credit card orders j f 

Lef your young ones enjoy teaming with your XL/XE 

SPELL 
ME 

A delightful program to /each four to five year aids the alphabet 
plus word comfructfon and word and picture association Guide 
them with those first steps whilst also teaching how to enjoy the 
Atatt as a creative tool, SPELL ME has been written by a qualified 
teacher ond hos been enjoyed by hundreds of Atari owning 
youngsters. Why not iet your children enjoy it to? * 

on a, “ « o. disk oli6.95 exclusively 

item PAGE 6. Use the order form or telephone for credit card orders 


* ^FCEDnl (tftlMiJ 

C d e # g"h i jk i n] 

PSrstuvwxyz l 


c: a n df 1 e 


* 

% 


NOW AVAILABLE 

CLIP ART 2 




for use with Fleet Street, Timeworks, Easy-draw, 
1st Word Plus, in fact any ST desk top publishing 
or layout program 

Hundreds MORE images on four 
disks in compressed format with 
full instructions on conversion 
to use in the most popular prog¬ 
rams on the any ST computer 

All images are In the public domain 
and may be freely used - many are 
ported over from the MACINTOSH - _ 

subjects include general, animals cartoonSv^ 7 - 
borders, headers, classic art, whimsy, holiday- ' 
symbols and much more - give your work real class! 

xXnxxxw 

FOUR DISK collection just £10! 

CLIP ART COLLECTION 1 * still available at £10 
Ask for CLIP ART COLLECTION 1 or 2 available only from 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 

Pay by cheque-postal order. Access or Visa 
Telephone orders welcome on 0785 213928 

.^•£3L°J^g e . n 5rS! public domain disks are available from 
the PAGE 6 ST LIBRARY, please ask for a copy of our catalog 


See this page and inside front cover for details 

FOR YOUR XL/XE 


UNDER STARTERS ORDERS 
Cassette 

Disk (Issue 37 disk) 

£2.95 

£2.95 

□n 

TURBO BASIC (Disk) 

£3.95 

□ 

SPELL ME 

Cassette 

Disk 

£4,95 

£6.95 

□□ 

MINT OFFICE II 

£14.95 

□ 

ISSUE 38 DISK 

(with GALACTIC CRESTA) 

£2.95 

□ 

FOR YOUR ST 


THE JADE STONE 

£9.95 

□ 

DOMES OF SHA TRl-PAK 

£9.95 

□ 

tari-talk 

£19.95 

□ 

CLIP ART COLLECTION 1 

£10.00 

□ 

CLIP ART COLLECTION 2 

£10.00 

□ 


Miuuueu rn uEurope aflfl £1 per Or 
Elsewhere in the World add £2 per order. 


Name 
l Address 


l i Cheque'Postal Order enclosed tor £ 

| J I wish to pay by Access.-'Masteroard/Eurocard/Visa 

I card «<>.□□□□ □□□□ □□□□ nnnn 


Expiry date: 

□LEO 


Please debit my credit card above with £ 

|Signature . a ..... +l+ .„... . . 

Send your order to 
PAGE 6 ATARI USER 
P.O. BOX, 54, STAFFORD, ST16 1DR 

Please allow Up lo 2£i days f or dfthttry 

Please Ini Itee to ptic-lMpy this form or write your order if you do not warn to cnl Ihe magazine 


UNDER STARTERS ORDERS 

NOW AVAILABLE ON TAPE for just £2.95 


A great racing game for all the family 
now available on boot tape 


* Computer betting lor 1 - 4 players 

* Full colour anim-aied race graphics 

* Save game facility 

* 7 races per meeting 
T Name you own horses 

* Photo finish and more 00 you WQni fm “ftrnro on cassette? 






You il be jumping out of your seat with excitement! 

Sm page 6 Magazine issue 37 m e 29 lor further details of this super program. Taoe 
version has all I he laciiities and fun of the disk version except that (hi number of * 
hcise dalabases is limited. aVA iLABLE EXCLiJStVELY FROM PAGE 6 
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Mark Hutchinson’s 


RANDOM NOTES 


his issue I hod hoped to write about the ST and why some 
people love it and others loathe it. However, as 1 received 
no mail whatsoever on this subject it can be pat in the 
'Black Hole' a lory with female AJAR! users (or rather letters 
from female users’), with due apologies to Linda who did re¬ 
spond (yes, 1 will use your SAE soon!). 

S o, what now. Well I have been in contact with Paul 

Rixon who used to write reviews for our local, and now 
dead, user magazine and no docs a sterling job for Page 
6. He was complaining wholeheartedly about the serious lack of 
new 8-bil software. Mare of that anon, 

A few days ago I received a letter from Mike Parfitt to tell me 
that the comments made in this column about the so called 
'ATARI Games Centres' was quite true - they are a big con. The 
shop he tried did not even know a 1020 was an ATARI item. He 
did give me same good news and recommended a pat on the 
back for Logic Sales of Southgate who told him that they simply 
could not satisfy the demand from ATARI owners. 

W ill ATARI ever own up to the fact thaL they are just a 
computer manufacturer and allow a third party con¬ 
sortium of dealers and user groups to set up a nation¬ 
wide, single 'official' ATARI user group? Would A1 ARI (UK) Corp 
help this group with hard cash sponsorship? It seems to me that 
there are some large groups already halfway there. Each could 
serve their own area but help oth^r r less privileged areas and 
could all gel together for three days of lectures, reviews, proper 
hardware and software demonstrations (by the dealers) etc. at a 
suitable location without the empty promises that we get every 
year from other places. How about it? 

Naturally some dealers would see this as Lhe golden opportunity 
for free advertisement and a closed, sellers' 1 market. Not sol The 
ATARI owner has had his and her eye wiped too often by the 
phrase 'We do not have it in stock at the moment', or 'Ring our 
office and we will post it out' for these firms to moke a killing at 
such a venture. We are not naive enough to believe that films 
are really altruistic, we know they need to make money to 
survive, but we do know those firms who are on our side and we 
can trust. 

A s for the software problem? Well, the idea of a users 

complaint form at the next show had only a few respon¬ 
ses, all in favour. Mike also mentioned that, although he 
would not be at the show, he would like to add his name to the 
form and could PAGE 6 start the ball rolling? 

1 believe that PAGE 6 is a bastion in the world of computer 
magazines. It has had to stand on its own against all odds with 
no support from any firm, bar regular advertising, We can 
therefore be proud that we owe no allegiance to any product or 
firm and that all our reviews and comments are tme and not 
coloured by association. We stand by the user because all our 
staff and writers are full time ATARI users themselves. However, I 
feel that this subject could be belter handled if it came from a 
Users Committee leaving the magazine unbiased and free to 
report comments from both sides. This is only my personal 
opinion and has nothing to do with the Editor or i’AGF. 6 policy. 
This may seem to be sidestepping the issue but I feel that there 
are two sides to the argument and we, as a magazine, should be 
allowed to air both opinions freely. 


ack to Paul Rixon, I did suggest that he could look at 
some old, but still available software. This would be hard 
for him as certain firms advertise a large stock that 
seems to vanish when an order is placed. The reason 1 made this 
suggestion (and regular readers will note that 1 usually state this) 
is that 3 reel there is enough good software from several years 
ago to keep new owners happy. What software does he mean, 
you may well ask. Well, how about some from 19R3 for a start? 

DISKEY by Sparky Starks (Adventure International - AI), 
FlLEMANAGER (Synapse), QS-F0RTH (Quality Software), 
TINV-C (Systems Software Inc), INTER-LISP (Datasoft), 

Tricky Tutorials (Santa Cruz), any of the Scott Adams 
adventures (rtl), any of the Pacman clones such as JAW¬ 
BREAKER (On-Line Systems), RASTER BLASTER (Budyeco), 
THRESHOLD (On-Line Systems) 

That is a good selection to start with and you'll find more in 
Kirk Ruebottom's article about the J never available' software 
elsewhere in this issue. 

All the programs 1 have mentioned were available in the UK. 
There are hundreds mare, some good some bad, that never made 
it across the Atlantic. I still think that if 0 UK dealer w T ere to try 
to get American software that has run out of copyright then they 
could make a small fortune over here. Still, that Is only my 
humble opinion! 

F or some reason disks have always been mare expensive 
than cassettes, 1 know some disk based programs have 
had extra graphics and such, bat I also know from small 
scale production myself that disks are easier, cheaper and quick¬ 
er to produce than tape, they are also more reliable in large 
production rates. So, Robert O'Hare from Middlewich, will PAGE 
6 ever produce tapes? This is the Editors decision and would 
really depend on demand, Could the magazine support the cost 
of a high speed tape copier? If enough people wrote in and asked 
for tape than we would oblige, but then how many of you fill in 
the once a year questionnaire? By the way Robert, the 800X1 is 
an 8-bit machine. 

One last point, I get a lot of mail which I can only answer 
directly if you supply me with an SAE. For those who only send a 
letter that has questions to be answered then you will have to 
wait for the response to appear here. For instance, if Malcolm 
Taylor from BFPO 112 reads this and sends me a disk with about 
30p of british stamps then I could include some small demo 
programs that would help him out, 1 do not have the time to 
actually write a full blown program for anyone but 1 can write 
some small demos to help out. No questions about synths please, 
as 1 am tone deaf! Anything I know nothing about is passed on 
to the reievant person. 

That is it for another issue. I cannot tell you what rambling will 
appear next issue but I hope you will be there to read it. 

Don't forget you can always write to me, (and you should!) so 
that we can get a few more things aired in this column. Drop me 
a Tine. 

Write to: Mark Hutchinson, 1, Hoilyrtiount, Eriirvale, 
Firing by. Belfast BTIO OGL • 
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BIO CHALLENGE - 
Palace software's 
shoot 'em up avec la 
difference 


RISK - Mastertro- 
nic are bringing 
the famous board 
game to the ST 


RATTLE CHESS - 
Now, with Electronic 
Arts redefining the 
rules, chess is no lon¬ 
ger the sedate think¬ 
ing man 's gam e 


TTPredi 


>Io*t 

>Sulk-East 

"fl pltasant 
pirniM tfl the 
I an Hi Ca 1 e j. 

PfoPfietBt' of 

The S«orcl_ancl 


>South Hindsiy 


UL1 IMA V ■ There were rumours that it 
wouldn't be out on the ST 


BARGAIN SOFTWARE Electronic Arts 
new budget releases for under a tenner 


ruther busy lately what mth fusing up Telecomtof) and launching new labels but they have found 

Ondecessor'^d Zi, f h",hrJliJ S , fo ^ mos [ “ ra ?"9 Which is ULTIMA V, the eagerly awaited sequel twice the size o fit’s 
^hi !+*52 , d fh the abiSity to transfer characters from Ultima IV, and AJimGLRjVE RANGER, an action simulation 

^th h J^onion ag ° a " d t0Oks tQ be Very g0 ° dr review next issue. Microprosc are also into the sports field 
. ' CROPROSE SOCCER, Electronic Arts BATTLE CHESS has some stunning graphics and combines the traditional 

S5“ ^aKOTOiaS^S’tSi ™? P ' W ' '*1*,'° 'ft l,om,,rk continu * ^eir (fc-ins with famous 

fums in re easing LICENCE TO KILL and they sent us some slides of the most stunning graphics ever seen on any comnuter 

(they're stills from the film, you fool!). Palace Software have signed up a French clmpJny.VelphinewMchis aXofr 

CH\t^rf° Td ,u 0m n any <twnedb y “ playboy millionaire' that expects to release 3 orI urcode lilies a year. Firsfts BIO 
CHAUThCC with all programming done in-house and nine new pieces of music composed by a professional musician 

youToriJffZ 1 ^SHIiyOtr n MAS h TF^lil^A n5 f stta £ h . (or a P ,ule ^sharks fi ns, please) and Melbourne House promise 
you ides or run with SHSNOB1 - MASTER JVIN/A in which you not only have vicious hands and feet but also whirl vmir 

shurrtons and nunchakus about as you practice the noble art of Minjutsu (that's done the spell checker in!), CDS Software 

are another company strong m the licensing game and will be releasing SPORTING TRIAMxLlS based on the ITV aame 

you know what it s about don't you, we don't have time to watch the TV! Electronic Arts also have POPULOUS with^music 

by Bob Hubbard, which you will no donbl how seen extensively reviewed elsewhere by now. buVTheu we don'i «ef ullTho» 

rre7o“rt“ P 'r t ari fhi T 7*7. "* lfc ^«•"** * wZded pZsrTLTe tmlluri^Med 

a report rhtU Atari remoined the dominant vendor of non compolibie PCs in 1988 " and goes on (o stole that shipments 
f Q " lrM°Z!''rr <n 1988 were 777,990 compared toSS2,3S0 in 1987. Atari's market share improved from S.6% 
and 30 900 hi V^blUh “* n" ca,(ulator bashing shows that Atari sold around 7*,880 micros in 1988 

of arounjTToooJ XT’s in (he 5£Z* S ° ^ ludgi ' ** h<m " ra '™‘ e fi«««ed elsewhere 







REVIEW 




MINIX- 

written by Andrew Tanenbaum 


I think that the best way to start a review of MINIX is to 
quote two items from the manual. The first paragraph of 
the "Booting and Installing MINIX-ST' chapter reads: "in 
this chapter we will describe haw to bool and install MINIX-ST. It is 
assumed that the reader is already familiar with MINIX in general, 
and has at least some knowledge of UNIX, Readers not at all familiar 
with UNIX should probably begin by looking at one of the many 
irtfmducfoiy articles and books about if, as this manual does not 
contain any tutorial material on UNIX.* . The front cover shows a 
gentleman with thought bubbles saying "processes", "input/out¬ 
put", "memory' management", "File systems" and while (n-) ( 

*p++ = *q++; )". We r re talking technical! 

MINIX is neither a Beano cornic character, nor an application 
program. It is a complete multi-tasking operating system for the 
Atari ST and Mega-ST computers, designed as an educational 
tool, rather than an end in itself. MINIX started life when AT&T 
(the originators of UNIX) decided that universities would no 
longer be able to teach students using the UNIX source code. 

Since this meant that lecturer Andrew Tanenbaum did not have 
an operating system to use as'an example, he decided to write 
his own - the result is MINIX - a completely re-written operating 
system that is compatible with UNIX V7 (not the most up-to-date 
in fact). The MINIX software is not really a complete package - to 
get the best from the software, you need the book by Andrew 
Tanenbaum called 'Operating Systems, Design and Implementa¬ 
tion' which is a complete tutorial an operating system design, 
describing all the possible problems and their solutions (if any). 

If you are interested in knowing more a tout computers and how 
they work, it is a good read. In addition to discussion of the parts 
of an operating system, the book describes the actual impleme¬ 
ntation of the ideas In the form of an operating system ■ MINIX. 
A complete listing of the source for the original IBM PC version is 
included, as is a basic set of instructions for using it. This part of 
the book (Appendix Q is referred to in the small (62 page) 
manual supplied with the disks., and the book is an essential 
component. Since it is so much cheaper, you may like to buy it 
first to give you a taster, 

INSTALLATION 

MINIX-ST comes on eight single-sided disks.. Three of them are 
used in the boot process and consist of the 00,BOOT disk, the 
01.ROOT disk and the 02.USR disk. The MINIX system., like 


MINIX is published by Prentice Hall and is available from 
bookshops, quote I HEN 13-584392 -8, price £99 44 inr VAT. 
The manual (13 584434-7) is also a v citable separately tar 
£10JO, The book 'Operating Systems,' Design and Impleme^ 
ntalion y is ISBN 13 637331-3 and around £20 
More rnfantiaftan can be obtained from Prentice Half 66 
Wood lane End, Kernel Hempstead, Hertfordshire HP2 4RG. 
Telephone 0442 231555, 


Matthew Jones likes to 
dabble around with different 
languages and finds himself a 
UNIX compatible language 
ideal for those who want to 
investigate different 
Operating Systems or find 
a new way of using their ST 

UNIX, has a hierarchical file system (like the TOS folders), but 
cun only have one 'root' directory. Other disk drives are 'moun¬ 
ted' onto a sub-directory to allow access. The root device is 
always a RAM disk (which can be changed in size), and the 
02.USR disk is mounted in the /US'ft directory during the start-up. 

This makes half of the MINIX commands (all UNIX compatible) 
available. To access the others, you must mount disk 04,USER 
too, On a single drive system, Lhis is obviously not terribly 
convenient. Another problem is that the compiler is on another 
two disks (04.ACK1 and Q5.ACK2). If you have only a single disk 
drive, then you will have great problems. Obviously twin double 
sided disks are better, and a hard disk heller still. 

The manual covers setting up the system for all possible Atari 
combinations, including those short of memory (only 512K). 

Since 1 only have 51.2K, ! have discovered the delights of trying to 
get the compiler to compile even simple programs - you cannot 
just run it - using a procedure covered in the manual. To save 
typing the commands continuously, I wrote a (Bourne) shell 
script file, but even that had to be compact since the method 
leaves only 2K spare, (More and more appli cat ions need 1Mb of 
RAM to work well - the latest Superbase, the Turtle backup, etc. If 
anyone has a memory upgrade to be reviewed - fm the person!!) 

It is just possible to compile on a 512K! machine, and disks 
06-SRC1 and 07.SRC2 contain the full source to the operating 
system and tools (all except the compiler) for you to examine 
and change as you wish. 

The final disk, OS.TOS is a TOS format disk that contains useful 
utilities for managing MINIX systems from I OS. The most useful 
is a program to boot MINIX from within TOS. This program 
reads a data file into memory and then executes it. Another 
program is provided to create the data file from the MINIX 
00.BOOT disk, but 1 was unable to create a workable copy from 
my backup - only from the master. Since you have to modify the 
boot disk to match your keyboard, this option needs looking at. 

The source to the program is provided so you could fix it yourself 
if it does not work for you. With this utility working, it would be 
possible to boot entirely using a hard disk - MINIX can read the 
root file system from partition three. An interesting fact .1 disco¬ 
vered trying to implement this is that the Atari HDX partitioning 
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program cannot bo used to just adjust the size of one or two 
partitions - it must destroy them all. The IBM PC equivalent 
allows you to alter one without disturbing the others. The effect 
ot this is that I had lu dedicate a whole 5Mb partition to a 115K 
root file system, or lose everything on the hard disk. I would have 
gone for the former, but finally decided to boot from floppy. 

USING MINIX 

When MINIX is up and running, you are first asked for the date 
in the usual UNIX manner Center date and time in form 
MMDD Y YHHMMSSand then given the ■'login:/ prompt. Mega- 
5T owners can use a utility to access the real-time dock to save 
the date step. Any UNIX compatible system has two levels of 
user, the ordinary user and the super user. The super user can do 
absolutely anything on the system., such as looking at any file he 
likes, changing anyone's password, accessing special files - any¬ 
thing possible without restriction. The super user level is normal¬ 
ly used for the system administrator, to add new users to the 
system, tidy up, and sort out problems when they arise. In 
normal use, you would use the identity of a standard user, so 
that the operating system will stop you doing dangerous things 
and interfering with other peoples files (unless they want you to), 
MINIX could be used as a complete multi-user system if you 
wrote a driver for the serial port, but as it stands it multi-tasks 
effectively. You could (on a machine with I Mb of RAM or more), 
set a directory copy, a compile and a document format/print 
process all going in the background, while editing using the 
supplied M1NF.D editor in the foreground, MINED is not compati¬ 
ble with the UNIX vi editor, since it would be too big. it is 
adequate for its purpose though, and the source is there if you 
want to change it! 

MINIX is a very good UNIX emulation - it has all the standard 
UNIX problems that I remember from when I was given charge 
ot a 'real' UNIX system. To get real! use from it, you will - as the 
quoted paragraph said - need another book which covers UNIX 
V7. I can recommend 'UNIX - The Book' by M Banahan & A 
Butter, Sigma Technical Press (ISBN 0-905104-21-8). Our copy is 


quite old, so whichever book you get, make sure it is about the 
1978 version 7, not the later System V (I can't explain the 
ordering!). 

MINIX FOR EDUCATION 

If you are interested in learning mare about how computer 
systems work, then the book is a good starting point. MINIX is 
the practical part, and could indeed be useful for learning by- 
experimentation if you have more than the basic memory (I 
would suggest a hard disk is required too so that all the com¬ 
mands. compiler and source are there without disk swapping). 
Each of the UNIX commands are available for experimentation 
too, and may be easier than experimenting with the workings of 
the operating system itself, And if you do not wish to modify it, it 
will give you very good practice on the UNIX operating system - 
which does seem to be increasing in acceptance. It could indeed 
be used for real applications, but again with the MM prere¬ 
quisite, MINIX never crashed on me, and seems fairly reliable, 
but since the 5T provides no hardware assistance for some basic 
checks [tike stack overflow), it could sometimes give problems. 
The manual describes how to give a program more stack space, 
but you need to have enough memory to support it. 

DOCUMENTATION 

I have already mentioned that the 'manual' supplied is short, 
and that you will require the Operating Systems book and 
probably a UNIX book too. The supplied manual really does 
assume that you have q technical understanding - it is not an 
idiots' guide, You will have to read it several times to become 
really familiar, and 1 spent my time flipping through it trying to 
find the relevant section that described how to do each task. 

Once you have MINIX set up and ready to go, you should find 
you need it less. Chapters cover 'Booting and Installing' (14 
pages), ‘MIN1X-S I Users Guide' (19 pages to cover super-users, 
keyboard codes, MINED, all the ways to use the C compiler, new 
MINIX commands, and ST libraries), 'Recompiling MINIX-ST' (5 
pages), 'Changes to the Implementation' [16 pages), and 'Troub¬ 
leshooting' (4 pages). It is brief, hut contains all "the information 
you need - any more that you want is probably in the book. 
Neither the manual nor the book give any detail of the C library 
calls - again you have to look elsewhere for this sort of detail. 
Finally, the manual describes how to get more information 
about what is happening to MINIX, by accessing the USENET 
conferencing systems (available on many UNIX systems). This 
network is mainly available to students and professionals - so 
should not be too much of a problem for students in higher 
education. They suggest a readership of 10,000 people - an 
impressive number of MINIX users! 

CONCLUSION 

MINIX is not for those who consider their computer a tool. It is 
for the hacker who wants to get 'inside' the computer and tinker 
with it. As such, it is very good, but you wilt not get. a great deal 
of use out of it unless you have more than 5I2K, Twin 720K 
disks, or a bard disk makes things much more usable, Consider¬ 
ing UNIX occupies a 40Mb disk minimum, running MINIX on a 
single sided 512K system is incredible, but not practical. On a 
larger system MINIX-ST is good. If you are a hacker or student of 
computer science (preferably both) MINIX Is for you, but other¬ 
wise you may find little use for it. # 

UNIX is a registered trade mark. 
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EDUCATION 





Educational software in the best selling soft¬ 
ware charts? Unbelievable, but true. At the 
time of writing, this series of educational 
packages has been as high as number 4 in 
the Gallop software charts, right op there 
with the blast '’em ups! Who said educational 
software never sells! 

There are three packages in the Fun School 2 
series, categorised by age group to cater for 
the under-6s, 6-6 year olds, and over-Ss, Each 
is attractively packaged in a colourful cardboard box containing 
two program disks, nicely produced instructions and parents/ 
teachers' 1 notes printed on glossy card, and a metal pin-on badge 
for the child to wear. 

There's a strong family resemblance between all three packages. 
Each consists of eight separate programs selected from a graphic¬ 
al menu, and all hove a similar style -about them. The graphics 
and animotion particularly are of a very high standard through¬ 
out. These programs are not just maths and spelling drills, but 
provide a whole range of exercises designed to make your child 
think and Learn in many different ways. 

Most of the programs allow you to set the initial skill level, and 
will then automatically adjust themselves to the child's ability. 
Exercises using words allow you to add your own word lists once 
the child tires of those supplied- For those ftehng brave it's 
possible to modify the programs using 5TG5, Everything was 
written in ST OS Basic, so if you own STOS you can change the 
code, sprites, graphics or music for your own purposes, 

Program control and entry of answers is via the keyboard or 
joystick and should be easy enough for virtually any child to 
cope with. Correct answers are usually rewarded with the obliga¬ 
tory nursery rhyme music, but here it's handled extremely well, 
using multiple voices playing in pleasant harmony. And thank¬ 
fully, there's not too much of it anyway 1 
Let's have a look at each of the packages now to see what they 
contain. 
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The eight programs in 
this package cover 
shape recognition (in¬ 
cluding letters), colour 
recognition, counting, 
word building, spelling, 
experiments with num¬ 
ber sizes, creative writ¬ 
ing using the keyboard, 
and logical thinking. 

Other concepts, such as up, down, left, and right are learned 
incidentally, The teddy hear is used as a recurring character, and 
even appears us a cursor in several exercises! 

TEDDY COUNT is a favourite with children (and me!). This has 
up to nine delightfully animated teddy bears dancing round the 
screen. The child has to count them and key in his answer. They 
then form themselves into a line, and if the answer was wrong 


There hasn't been much 
educational software for the ST 
but John S Davison and his son 
Pete have been having great 
fun with some new releases 



find the note 


picnic 


pick a letter 

ab.c 


shape snap 


Database Educational Software 


they step forward individually to be counted again. If the answer 
is still wrong they count themselves for you, FIND THE MOLE has 
five molehills numbered according to size, one of which conceals 
a mole. The child has to guess which by keying in a number, If 
correct the mole emerges from his hill. If wrong the child is told 
whether the correct molehill is bigger or smaller and repeats the 
exercise until the correct answer is obtained, 

COLOUR TRAIN has a steam train chuffing along a track 
passing through coloured stations. The child has to stop the train 
at the station painted the same colour as the train. If he succeeds, 
various passengers get on and off the train, which then changes 
colour, and the process is repeated. Again the animation is 
smooth and detailed, including touches such as puffs of smoke 
coming from the train's funnel. TEDDY BEAR'S PICNIC is a 
mare game In which the child guides Teddy through a maze of 
trees to find his picnic. This gives practice at logical thinking to 
negotiate the maze, and co-ordination of up, down, left, and 
right movement to steer Teddy to his food, SHAPE SNAP is a 
fairly simple exercise played like the card game Snap. Shapes are 
displayed onscreen and if they arc the same the child presses the 
spacebar to indicate Snap, If different, he presses any other key. 
Higher levels use letters rather than shapes to introduce the 
concept of the alphabet 

PICK A LETTER takes this a stage further. A letter is displayed 
and the child has to guide Teddy to find the same letter in an 
alphabet grid. The letter is then picked up and guided back to an 
answer space. Higher levels use words rather than single letters, 
introducing the idea of spelling, SPELL A WORD is yet another 
stage forward, and is simitar in concept to B.Spell also reviewed 
in this issue. A picture is displayed and the child has to spell the 
word it represents using the keyboard. This could be confusing to 
young children as the keys are marked with capital letters. 

WRI TE A LETTER is the final stage of experimenting with 
letters and words. It allows the child to experiment with writing 
in the form of simple phrases, sentences, or even a little story' or 
a short letter to someone. In fact it's his very first word processor! 
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SIX TO-EIGHTS 

f 

The second package oi eight programs use some of the concepts 
from the first set, but in a more advanced way. Counting is 
extended to become arithmetic and is exploited by several prog¬ 
rams, the idea of co-ordinates is introduced and an overall 
higher level of comprehension and logical thinking is required. 
Again, there's a recurring character and this time ir's an amus¬ 
ingly animated frag. 

NUMBER TRAIN is an extension of Colour Train from the first 
package. As the passengers embark and disembark the child has 
to work out how many people are left on the platform, MATHS 
MAZE continues the maths topic. Here the frog has to be guided 
along stepping stones., some of which are occupied bv robots, To 
puss these the child has to correctly answer an arithmetic: prob¬ 
lem. NUMBER JUMP provides a painless way of understanding 
the concept behind multiplica¬ 
tion tables. The child has to 
guide the frog across a pond by 
jumping only onto the lily pads 
marked with multiples of a 
given number. 

SHOPPING helps with read¬ 
ing, comprehension, and co¬ 
ordination skills. The child has 
to read a highlighted item from 
the frog's shopping list and 
then guide him to the correct 
shop to buy it. The exercise 
ends when the frog has purch¬ 
ased everything on his list. 

BOUNCE is designed to encour¬ 
age co-ordination and logical 
thinking. The child aims a ball 
so that it hits an apple afer bouncing off various walls and 
obstacles in its path, lt r s probably the most difficult exercise in 
this package, and is challenging even for adults! 

TREASURE HUNT introduces the idea of co-ordinates. The child 
keys in grid co-ordinates to guide the frog to a particular grid 
square on the treasure island. He's then told how close to the 
buried treasure he is by the 'colder/warmer 1 technique, 

PACKING has the child guiding the frog to pick up shapes which 
have to be fitted together to form a rectangle. In the highest level 
one of the shapes may have to be rotated to make it fit Correctly, 
CATERPILLAR is an amusing Hangman type game, where the 
child keys in letters to find a hidden word. If a letter Is correct it's 
put in 3t.s correct position and the caterpillar moves closer to an 
apple. When the word is found the caterpillar chomps his way 
noisily through the apple. 


OVER EIGHTS 

In this package the programs are linked in that the first seven 
each provide a password if completed correctly. These passwords 
are needed to successfully complete the eighth program. The 
exercises presented here will challenge the child's reasoning and 
logical thinking skills and should be advanced enough to keep 
the brightest of children occupied for quite a while, The theme 
character is a robot this time. 

BUILD A BRIDGE is a more complicated version of Packing 
described above, Coloured shapes have to be fitted together to till 
the gap in the bridge. Its higher ievel has more shapes than are 
actually needed, making the exercise a little harder, SOUVE¬ 
NIRS mixes a little geography and maths. The child has to plan 
a route through Europe visiting each country only once., buy a 
souvenir in each one, and end up back in the UK. He r s given an 
amount of cash in Sterling, but buys souvenirs in local currency 
using a specified exchange rate for the currency conversion, At 



the highest level the countries' flags are shown instead of their 
names, so the chlid has to be able to recognise these. CODE 
BOXES introduces the child to coded numbers, He has to deduce 
the coding system, in reality a base change, from the clues given. 
MYSTERY MACHINE requires the child to decipher tire code 
used to encrypt the instructions to operate the machine. The 
exercise is completed by following the instructions made visible 
by successfully cracking the code. PASSAGE OF GUARDIANS is 
a similar idea to Maths Maze from the previous package.This 
time the child has to yet his robot past the Guardian Robots, by 
solving anagrams. 

UNICORN has the child controlling a robot in order to carry a 
bird., a worm,, and an apple one-by-one through a forest maze to 
where the Unicorn fives. All is well while the robot is present, but 
when some are left alone together then trouble starts. E won't 
spoil things by telling you what happens, but solving the prob¬ 
lem can be quite a challenge, 
especially as there's a lime 
Limit imposed by the forest 
burning down! LOGIC DOORS 
is undoubtedly the most diffi¬ 
cult exercise of them all. It re¬ 
quires the child to find his way 
through a maze of rooms, each 
separated by coloured one-way 
doors. Keys of matching colours 
to open the doors are scattered 
around the maze, and to finish 
the game you need to open oil 
the doors in the correct sequ¬ 
ence with the correct keys. 
There's a practice level allow¬ 
ing you to map the maze and 
locale the keys first, but you 
won't be given the password completing it this way, 

ESCAPE, the eighth program, is another maze exercise similar 
to Logic Doors but without the keys. At certain points your way is 
obstructed, and to get past requires the correct passwords 
obtained from the previous programs. Each password can be 
used only once, so again mapping is advisable. 

Unfortunately, in the review copy Souvenirs and Logic Doors 
seemed to have bugs preventing their completion, This meant 
two passwords couldn't be obtained so Escape couldn't be com¬ 
pleted either. Database are now aware of these, and hopefully 
should have Jixed them by the time you read this, 

CONCLUSIONS 

There's only one word to describe this collection - fantastic! 

Never before have I seen educational material presented in such 
a professional and entertaining way, the nearest probably being 
some of the Disney programs. Pete, my seven year old son, can't 
leave them alone and keeps coming back for more. What better 
recommendation can there be for educational programst 


FUN SCHOOL 2 
Under Sixes 
Six to Eights 
Over Eights 

£19.95 each 
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B ,Ware is a new software company set up by Atari 

dealer R.Bytes Computer Systems of Hinckley. Their in¬ 
tention is to use local programming talent to bridge the 
gap between public domain and normal commercial software, 
supplying all that useful educational, small business, and house¬ 
hold software most software companies ignore. Prices will be kept 
low by using simplified packaging and printing, compressing 
code and data to fit on one single-sided disk where necessary, 
and by eliminating fancy gimmicks. Here we have their first 
offerings in the educational category. 

B. SPELL is a spelling and letter pronunciation aid aimed at 
5-8 year olds, with options for 5^6 and 7-S age groups. It's 
designed for ease of use by young children so is totally mouse 
controlled, allowing the child always to work with screen display¬ 
ed lower case letters (as taught at school) rather than the 
confusing upper case letters on the computer keyboard. 

The program's main screen is simple and colourful and contains 
several large icons for selecting various options, Letters of the 
alphabet are laid out in order round the sides and bottom edge, 
and during the program's lengthy load cycle each letter flashes 
in turn as a ladies voice pronounces it phonetically. The speech, 
(digitised by AVR ST Replay cartridge) is so clear you can even 
hear her soft Leicestershire^) decent! 

To use the program a letter can be chosen by the child or picked 
randomly by the computer. A word beginning with that letter 
toy ether with a bold, bright picture illustrating it are then 
loaded. For 5-6 year olds both word and picture are displayed 
onscreen, so the child can copy the spelling by finding and 
clicking on the same letters in the screen edge alphabet. For 7-5 
year olds the picture only is shown, so the word first has to be 
correctly deduced from the picture before it can he spelled out. 

As each letter is selected it’s placed on screen and pronounced by 
that nice lady again. Mistakes cun be corrected by clicking on 
the 'rub-out' icon and a replacement letter selected. A click on 
the chequered flag icon signals the word is complete and if the 
spelling is correct a voice (male this time) says "Well done!’ anti 
the child's efforts are 'rewarded' with a burst of excruciatingly 
painful nursery rhyme music. If the spelling is wrong the lady 
says so, incorrect letters are indicated, and the Child can repeal 
the exercise until he gives the correct answer, 

R.Spell comes with a set of 26 pictures, one for each letter of the 
alphabet, but is designed for use with additional picture sets. You 
can produce these yourself with the aid of the utility program 
described below, 

B-SPELL CONSTRUCTION SET is available for just 
£5.00 extra if you buy it with B.Spell, or £9.95 if you buy it 
separately. To fully exploit B.Spell you really need this program, 
so it’s wise to buy the two together and save yourself a fiver. 
You'll also need a separate art program (Degas or Neochrome) to 
actually draw new pictures, I tried it with the public domain 
version of Neochrome and everything worked fine. 

To fit everything onto one single-sided disk B.Ware had to 
compress five of the file groups supplied. Before use these must 
be decompressed, a once-only operation easily performed with 


A small independent software 
publisher proves that you can 
produce educational software 
that is low in cost but not in 
quality as John S Davison 
finds out 



tf,SPELL (75 well as rolourhu graphics, it speaks to you! 


the AIRCX.TTP program provided- One file group contains a 
complete set of 26 additional pictures ready to run with R.SpelL 
The others provide (In Neochrome and Degas formats) a set of 26 
pictures you can modify plus a set of 26 empty picture boxes for 
drawing your own pictures from scratch. 

When a new set of pictures has been drawn, the Construction 
Set is used la convert them to B,5pell format, associate o. word 
with each picture, and write everything to disk. They're then 
ready for use with B,Spell. You can also add single pictures and 
words to, or correct words on, an existing B,Spell picture disk, if 
required. And that's really all there is to it - simple but effective! 
B.Ware have started a 'swap shop 1 far B.5pell picture disks. Send 
them a disk containing a new set of pictures and £2.99 and in 
return you'll receive another disk containing FIVE sets of" pictures 
for your own use. Also, they’ll soon be selling neady-to-use 
picture disks for £5.00 each. 

KIDSOFT SCHOOL TIME MATHS is B.Ware's first 
offering in the maths area., and is aimed at five year olds and 
upwards. It consists of seven different options covering simple 
counting, addition, subtraction, and multiplication exercises. 
Young children grasp the concepts of arithmetic more quickly if 
they can actually count the occurrences of recognisable items 
rather than trying to cope with something as abstract as num¬ 
bers, So, this program txm replace pure numbers with the corres¬ 
ponding number of pictures of everyday objects. For instance 
instead of the number 3 the child is shown three bananas or 
whatever the program chooses from its large set of pictures. Once 
the child understands the concept, actual numbers can be used 
instead. 

A single screen is used for all seven options. This depicts a 
classroom, with a large blackboard spanning the wali facing 
you. Walking up and down in front of this is Teacher, who takes 
the child through a series of problems of the chosen type. To help 
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ihe child there's an abacus along the bottom of the screen, and 
this may he used for working out AND entering the answer to a 
problem. 

The abacus has twenty numbered positions on it, any of which 
can be selected by using the mouse to slide a bead to the 
required number. For Instance, the sum 3+2 can be calculated by 
moving the bead to 3 and then moving it 2 places to the right to 
arrive at 5- A click on the mouse then enters this number, which 
glides up onto the blackboard as the child's answer. 

As the abacus can only count up to twenty it follows that no 
problem can have an answer greater than this, which means all 
problems are very' sample, however as the program is aimed at 
very young children Ibis is all that's needed. Exercises in division 
were omitted for the same reason. 



KIDSOFT MATHS - Play atleniio .n teacher's watching/ 


All exercises are conducted in the same way. Teacher starts at 
the left of the blackboard and moves across placing pictures or 
numbers and arithmetic symbols on it to construct the problem. 
As he does so he SPEAKS to the child (Leicestershire accent 
again?), orally stating the problem, If pictures are being used he 
counts the a terns onto the screen one-by-one, thus reinforcing the 
concept of countang. 

Correct answers result in a "Well donel" from Teacher and - you 
guessed it - that painful music again! Mistakes result in g short 
burp or two from the sound chip as the correct answer gtides 
onto the blackboard to correct the error.. 

Each exercise involves ten problems after which the child is 
shown onscreen how many correct answers he gave. Teacher 
doesn't actually speak this information, which is a pity. 

OVERALL CONCLUSIONS 

These programs are first class and should prove genuinely 
beneficial if used appropriately. Young children will love the 
colourful graphics, sampled speech, and who knows - even that 
awful music! Overall quality (music excepted) is excellent and all 
the programs worked flawlessly during the review period. 

B.Ware must be congratulated on this venture, and on the 
eminently sensible policy behind it all. 1 hope we see more from 
them soon, us current evidence shows their products provide 
unbeatable value for money, • 


B.SPELL - £14.95 

B.SPELL CONSTRUCTION SET - £9.95* 
KIDSOFT SCHOOL TIME MATHS - £14.95 
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B. Bytes Computer Systems of Hinckley now supply: 

B. Spell £14.95 

A superb spelling program for your child. Suitably for ages 54 or children with learning 
difficulties. Total mouse control, hi$h quality speech and Zb pictures Tun as to reward your ch ild 
end mistakes are corrected. 

Micromart commended tfie programs - "Excellent graphics". Monitor Magazine rated the 
programs 9out<rf ipfijr educational value. 

Construction Set £3.95 or with B-Spell for only £19 95 

Now add your own pictures tu B-Speil. This will -grve ft ■unlimited jMtantiar, s a id ST User! - and 
so it does! 

0 raw in Neoclwome or 0 egas, 26 new pictures included for you to use or alter a nd no upgrade 
is required for B Speliin use Constmctrm Set 

B-Base II V.1 5a £14.95 

Perfect Database for ell your householder snell business uses. 

“Very user friendly" "WU written’,, Very repkf, Very reHa blc in use and extre mely good value for 
money" said an impressed monitor magazine. 

NEW FOR 1989 - Maths £14.95 

Perfect companion to B-Spail. Seven pm g rants in one, add, subtract, multiply aed count pictures 
and numbers, speech and abacus, as well as an animated teacher which mates learning fun. 
Tunes reward success and errors are contacted. 

NEW FOR 1989 - Playspell £14.95 

Multi-level platform game and spelling incorporated, data dists to follow at £3.95 aach 

Prices include VAT & PAP, cheques payable to: B Bytes Computer Systems 
Hardware and software- information pack available for most makes of computer 

B. Bytes Computer Systems 

19 Southfield Roarf* Hinckley, Leicestershire LElO 1UA 
Tef: (0455) SI2377 



SOFTWARE 

EXPRESSIIiii 


ATARI & AMIGA 
Specialists 


Interested in the 

Atari ST or Commodore Amiga? 


Then talk to us - we are one of the leading, specialists 
in Atari & Amiga products for both home and business 


We have a wide range of products including: 
Computers, Printers, Hard Disks, Diskettes & 
Boxes, Monitors, Modems, Laser Printers, 
Plotters, Books & Magazines, and of course, 
a wide range of software for Entertainment, 
Music, Programming, Education, Graphics and 
much, much more. 

For the business user we have systems for 
Accounting, Payroll, Desktop Publishing, 
C.A.D., Word Processing, etc. 


Why not give us a call, or better still, visit one 


of our centres in 
Birmingham 
212-213 Broad $t 
Birmingham, B15 2JP 
021-643 9100 


Plymouth 

.9 Exeter St The Viaduct 
Plymouth 
0752-265276 


RS, Bring this ad with you and get a discount of up to 10%! 
P.P*S. This advertisement was produced using an Atari ST. 


."yew Atari Urer - Issue 38 


57 









































LADBROKE COMPUTING 
INTERNATIONAL 



PHONE FOR NEW PRICES ON 8 BIT SOFTWARE AND HARDWARE 


SPECIAL OFFER ON DISKS 
525” D/S D/D 96 TP! (QUAD DENSITY) 

10 £6,50 1G+BOX £7,50 

100 £60 100+BOX £65 

These arc top quality jiroducls not cheap seconds. All 
disks come with an unconditional lifetime guarantee. 
DUST COVERS 

Computers £3,99 Monitors £4,99 

Disk Drives £2.99 Printers £7.99 

Please State for which model you require a dust cover. 


Star LC10 
Citizen HOD 
Epson LQ500 
All Printers 
Interfaces Are Separate. 


PRINTERS 

£189,99 Star LC10 Col 
£149.99 NEC 2200 
£359.99 Star LC24/10 
Come Complete With 


£239.99 
£359.99 
£339.99 
Cables ETC. 


Our Atari trained engineers will repair all hardware in 
minimum time at compete!!ve rates. Ring for 
quotation, AH repairs cany 90 day warranty. 


MA CHINE CODE MONITOR BOA RD 

Suitable for 130 XE and 800 XL this useful add on provides the 
user with a machine code monitor+old Operating system with on 
screen SO column mode and existing Operating System. The 
Monitor includes standard search functions and direct disk access, 

£79,99 

HARDWARE 

65 XE Computer Starter Pack. Includes Games, Joystick, and data 

recorder. £79,99 

130 XE Computer Startea- Pack, Includes Gaines, Joystick, and 

data recorder, £119 

XF 551 Drive £169.99 

XC 12 Recorder £27,50 

All Hardware/Software is tested prior to selling to ensure 
satisfaction. Hardware is supported by on site engineers. All 
prices include VAT. FREE DELIVERY on orders over £10. 

We stock a wide range of dedicated books and magazines. 

TO ORDER Simply send, or phone your order, stating Full Name, 
Address, Visa or Access Nos, Cheque or Money order. Make 
Payable to Ladbrokc Computing International. Over 500 titles on 
Cass/Disk, Please Send SAF. for Catalogue. 


PHONE FOR NEW PRICES ON 16 BIT SOFTWARE AND HARDWARE 


Educational Software, 

Spell with Oscar £12*99 


Spell with Oscar teaches keyboard skills, spelling and 
motor coordination pictures of objects must be identified 
and then spelt correctly under Oscars supervision. 

Extra data disks available increase vocabulary by 160 
words £6.99 


AB Animator 


£14.95 


A dd with Oscar 

tss 


teaches 

division with 
table. 


addition, 

selectable 


£12 99 

subtract i on, multi pi icat ion and 
difficulty levels and HEscore 


Utilities 


Trilogy £12.99 

Quick list plus is a Directory Database Compiler. 
Mastermat is a customised format and copy protect 
programme. 

Piestrip is a full screen picture manipulator which 
Supports GFA, FAST, H1SOFT TURBO and ST BASlCs. 
Compatible with DEGAS, NEOCHROME and AB 
ANIMATOR, 

Phone for 2, 3.5, 4 Mb upgrade boards, / Mb memory 
upgrade, drives, monitors, hard drives and Atari PCs 


Animated Graphics Tool for the ST, Supports GFA and FAST 
Basics, Compatible with DEGAS and NEOCHROME files. Full 
Facilities such as Draw, Fill, Grid Copy etc. 

Midistudio £99 99 

TTT is a 20 track Midi music studio with real time recording and 
step time editing. Comprehensive phrase arrangement make this a 
strong competitor for pro 24, 

" will give Sternbergs Pro 24 a run for it T s money " 
ST WORLD March 89 
IMG Scanner £89,99 

The IMG scanner provides high quality graphics digitising. The 
comprehensive software offers scanning resolutions of 75, 150, 
216, 300, 360 and 1000 dots per inch horizontally. An example 
disk is available which contains a slide show of images scanned 
with this product. The disk is offered at £3,99, £2,00 of which is 
redeemable on purchase of a scanner. 

PHONE FOR LA TEST PRICES: EXAMPLE 

MEGAFILE 30 HARD DRIVE £475 

520STEM SUPER PACK £369.99 

520STEM EXPL ORER PA CK £27999 

1040 STFM+CHOICE OF SOFT WAHL £449 

1 MB CUM ANA DRIVE £89.99 

STAR LCIO PRINTER £189.99 

STAR L C 24/10 PRINTER £33999 


Ladbrokc Computing International, 

33 Ormskirk Road, Preston, Lancs., 

PR1 2QP, Open Monday'Saturday 

1G am to 5-30 pm. Dealer enquiries welcome. 



ORDER BY PHONE 

Cal] U£ Ml numbers below .rind pay with your 
credit card. 



order nr post 

MflLe cheques rO's payable to Lsidfcruke CuffifiUltL'ig Into iuHiqiiaL. 
Semi SAE ter full catalogue. 


7 2) 203 I 66 or 

LiJbrol* Con-pUinE InlH-ijHairfai It * n&ding hura t£ Wiba* Marlwlii^ ILmitiJ 
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POLICE 

QUEST 

The Vengeance 




I can say that this game really is a plea¬ 
sure to play, almost like controlling a film! 

One final, and important, point that must 
be raised is the fact that these later Sierra 
On-Line games require a DOUBLE-SIDED 
drive, but yoa will find an offer of ex¬ 
change for single-sided drive disks en¬ 
closed in the game packaging, provided 
you enclose a further ten dollars for this 
service! As it stands, the game comes on 3 
double sided disks. 

You may be somewhat disappointed to 
learn that [im Walls - the author of both 
Police Quests - has no immediate plans to 


I don't particularly like to compare a 
'new' game with it's predecessor as 1 
believe a gome should be judged on 
it's own merits - yet this is necessary with 
a sequel, and what a sequel it is! 

The first Police Quest foliowed the hunt 
and subsequent apprehension of one |essie 
Bains. Now he's out! The jailer is dead and 
you one once again cast in the role of 
Sonny Ronds, charged with the ultimate 
capture of the Death Angel. Time has 
naturally moved on since PQI and you are 
now a Detective., still based at Lytton, but 
assigned mainly to homicide cases. To add 
further intrigue to the quest, and possibly 
increase your vigilance, your girlfriend has 
also been kidnapped by the Death Angel 
and she left you such a sweet message! 
The game documentation boasts your in¬ 
volvement in underwater .scuba missions, 
handling a skyjacking and the safe dispos¬ 
al of possible explosive situations, All the 
skills necessary to cany out these tasks 
have to be learned and practised as you 
progress deeper into the game. 

The graphics in this sequel ore verging on 
the superb, with far greater detail shown 
and much more use made of the objects 
situated in your on-screen vicinity. Try 
playing with the Sierra computers in any 
of the offices and check out your rear-view 


mirror when driving along to see what 1 
mean! 

As with all Sierra games the motto is: 
SAVE OFTEN - SAVE EARLY. Clues abound 


POLICE QUEST II 
Sierra On-Line 
£ 24.95 




in the not-so- 
Obvious areas, 
such us the numer¬ 
ic code for your 
personal locker 
(flip the business 
card that you 
should have found 
in the glove com¬ 
partment of your 
initial location!). 

Police Quest LI is 
based on real life 
in a U.S. Police De¬ 
partment no, as 
you can well im¬ 
agine,, the scenario 
is vast and the situations are inexhausti¬ 
ble! A thorough reading of the fiomicide 
Officer's Guide (enclosed with the game}, 
is a must, if only to learn the correct word¬ 
ing for the various U.S. Police procedures 
- remember "ADMINISTER FIELD SOBRIETY 
TEST' In the first one?! 

Most inputs are understood and acted 
upon ... eventually! 

On the 520ST it rfiVlPWfid 

seems rather a long ■ vntrrtw 

time for everything 

to happen, yet I can assure you that the 
wait is well worth itl As usual l tried a 
varied input and was subsequently 
corrected several times ... a glove 
LOCKER doesn't exist yet a glove 
COMPARTMENT does, and ear 
MUFFS can be requested and 
obtained yet only ear PROTECTORS 
can be used!! Minor points really, 
but it show T s that even with a com¬ 
prehensive vocabulary, the best 
games (players?) are easily fooled! 
Most doors open automatically for 
you., but not all. 1 was particularly 
pleased to find that 1 didn't have to 
try and manipulate my car around 
Lytton - just 'DRIVE TO (wherever) 1, 
provided you have previously justified 
your journey! There are two main areas 
you MUST check out before leaving the 
Police Station, these being your Storage 
Bin in the entrance halb where you find 
your 'Field Kit' and your Locker, where you 
find the rest of your equipment. Examine 
all locations and TALK to everybody, you 
never know wliat you may lea ml 
I'm not going to spoil things for you by 
going any further into the game and re¬ 
vealing too many of the treats in store, but 


write a third in the foreseeable future, but 
the the good news is that Sierra have com¬ 
missioned him to produce 'Operation Code 
Name: Ice Man' - a new undercover spy 
thriller about hi-tech weaponry and hi- 
tech crime, This should hit the United 
Kingdom about this time next year, all 
being well, 4 

by John R. Barnsley 


SOME CLUES 
TOR GETTING STARTED 

DON'T READ IF YOU DOJVT 
NEED HELP.' 

(a) Read the game manual! 

(b) Check out both your storage bin 
(by the counter) and your locker (first 
one you come to on the LEFT of the 
Locker Room), 

(c) The reverse of the business card 
will open your locker! 

(d) Open the filing cabinet and read 
the named files for further informa¬ 
tion. 

(e) Check out the Firing Range and 
don't forget to ask for ear protection, 

(f) Listen carefully to what your su¬ 
perior tells you and don't forget to 
get authorisation before you go else- 
where. 

(g) You want to drive around? Get in 
your car and DRIVE TO THE ATR- 
PORT .... see what happens!! 

(h) You did know you had some 
money with you, didn't you? 

(i) SAVE OFTEN - SAVE EARLY! 
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ST GAMES ... ST GAMES ... ST GAMES.., S 


ANDES ATTACK 

Llama soft 

£ 9.95 


Reviewed by 
John Davison jnr 

Reviewing a program written by Jeff Win¬ 
ter is always a pleasure. His strange sense 
of humour is evident throughout his 
games, from the highly amusing instruc¬ 
tion sheet to the game itself. Andes Attack 
is no exception to this. It is, in fact, a 
complete rework of Jeff's very first game, 
which was released on the VIC-20, 

The objective of Andes Attack is to fly 
your fighter craft over the planetoid de¬ 
fending the friendly llamas from attack by 
the evil (and now infamous) Zzyaxian 
empire. The empire's intention is to abduct 
the animals and transform them into 
crazed mutants by using the llamas' inter¬ 
nal organs. In appearance and style 
' Andes Attack' is very similar to the old 
classic 'Defender'; being an extremely fast 
horizontally scrolling shoot 'em up, 

The game is controlled using the mouse 
and keyboard. The mouse is used for 
movement and the buttons to activate the 



thrust and for turning around, The key¬ 
board is used to activate the weapons and 
other facilities which are at your disposal, 
being the all important laser gun, your 
shields, and the ever useful smart bombs 
which destroy everything on the screen. 
Gameplay is almost identical to 'Defen¬ 
der' In that you have to shoot just about 
anything that moves, whilst at the same 
time deciding whether a smart bomb or 
the shields should be used. Whilst all this 
is going on you mast also watch your 
scanner, This shows the entire planet, 
enabling you to locate the aliens and also 
to see where the llamas are being taken 
from, so you .can rescue them. 

The game contains many nice little fea¬ 
tures which are most obviously Jeff Minter 
creations. For example, the pause mode 
does not merely freeze the game, it enables 
you to,play with the game's sound effects 
(using the keyboard to activate them) 


whilst watching pulsating patterns. 
Throughout the game there are levels 
known as the Tree Lunch Waves" where 
alt of the enemy craft are of the 'high 
scoring' variety as opposed to a mixture of 
these and the lower scoring lander craft 
which attack the llamas. These levels en¬ 
able you to rack up huge scores by oblite¬ 
rating everything you encounter. Obtain¬ 
ing high scores enables you to receive 
extra ships. Shields and smart bombs. 

The graphics, whilst not being superbly 
drawn are Incredibly colourful. During 
play, the game screen is a mass of throb' 
bing psychedelic colours which are quite 
stunning. The audio effects are also very 
good and come into their own if you play 
the game with the sound turned up LOUD. 
Anyone else would be trying to sell this 
game at around £20, Jeff however, in true 
maverick fashion, does not believe that 
£20 is a fair 'full price 1 level for games of 
this type. He maintains they are no harder 
to write on the ST than on the old s-bit 
machines, so there is no justification for 
charging twice the 6-bit price! Hence the 
low price of this program. It is a pity the 
rest of the software industry do not follow 
his example! 

Overall, as with all Llama soft games, 
Andes Attack is utterly fantastic. It's in¬ 
credibly fast, tremendous fun, and a true 
bargain at the price. If you like a good 
blast then you'll love this one] 



BALLISTIX 

Psygnosis 

£ 19.95 


Reviewed by 
John Davison jnr 

Every time a new Psygnosis title arrives for 
review I always seem to start by comment¬ 
ing on the incredibly impressive presenta¬ 
tion of their games. From the packaging to 
the graphics and sound of the game, Psyg- 
nosis titles always seem to 'ooze' sheer 
quality. Ballistix is no exception to this. 

The packaging is up to the company's 
usual high standard, being a sturdy box 
illustrated with some superb artwork. The 
game is basically a high speed ball game 
set in the sports arenas of the future. All of 
the action is viewed from above the arena 
and your 'player 1 is an arrow which is 
moved around to direct the ball The aim 
of the game is simple, you must score 
more goals than your opponent in order to 
win the match. Achieving success, howev¬ 
er, is difficult as there are a large number 
of obstacles which hinder your gameplay. 


Splitters fill the screen with dozens of bails, 
red arrows speed the balls up to incredible 
velocities, and tunnels hide them from 
view. Bumpers cause the balls to fly about 
at crazy angles and magnets pull the ball 
away from your control. To move the ball 
around the arena you must fire smaller 
cannonball type projectiles at it to push it 
in the direction you want it to go. 

In the one player game you actually 
battle against gravity on a tilted pitch 
rather than against the computer itself, 
and you can take on a real opponent in 
the two player game. There are a large 
number of variable settings you can adjust 
to make the game easier or more of a 
challenge. For example, the speed of your 


projectiles can be varied. 
The graphics, as one 
would expect from Psygno¬ 
sis, are extremely good. 
When the game first loads 
the credits scroll up the 
screen with commendable 
smoothness, and once, this 
has finished a superb pic¬ 
ture is 'rolled' down the 
screen. The game screens 
are equally as striking, 
being intricately' drawn. 
The weird and wonderful 
members of the crowd can 
be seen along with the 
people who are critically watching over 
the match. At the start of each game a 
large figure floats in and announces the 
match, The ball is then placed on the 
pitch by a rag covered skeletal hand, 

The sound is also very effective, being 
mostly sampled, especially the speech at 
the beginning of each gome, and the 
cheers or boos when a goal is scored. 
Overall 1 found 'Ballistix' to be quite 
Impressive, and thought it to be especially 
good for two players. The graphics and 
sound are both excellent and the presenta¬ 
tion in general is of Psygnosis' usual very 
high standard. 

Looks tike Psygnosis have come up with 
another winner, once again. 
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BLASTEROIDS 

Imageworks 

£ 19.95 


Reviewed by 
John Davison jnr 

The press release for this yd me claims 
that' Blasteroids, which was a redesign of 
Atari's classic hit Asteroids, was a huge hit 
in arcades, combining a highly successful 
game concept with the latest technology," 
On loading the game it is obvious that it 
is derived from Asteroids, however there 
•are several distinct changes from the ori¬ 
ginal. The most evident difference is the 
ability of your ship to transform its shape 
into one of three different types of space¬ 
craft. These ships are the Speeder, with its 
incredible speed, the Fighter, with im¬ 
mense firepower and the Warrior, which is 
much larger and has the heaviest armour. 
There are now five different types of aster¬ 
oid, some of which are particularly nasty. 
These include Seekers, which fly straight at 
you when shot, and Egg asteroids which 
release Leeches. These heasties attach 
themselves to you and sap your energy. 
Control of the spacecraft is the same as 



Asteroids in that to move you rotate the 
ship to face the desired direction then use 
the thrusters to propel it forward, Other 
differences are the multi player option, 

'the feel of an 
arcade game 9 

where two players can play simultaneous¬ 
ly to defeat the enemy,, and also the cus¬ 
tomisation of the spacecraft, where extra 
features can be added to make the craft 
more powerful. 

The aim of the game is to dear the 
galaxies of evil forces and to ultimately 
destroy MUKOR, the evil ruler of all galax¬ 
ies. Each sector within a galaxy contains 
many asteroids which must be cleared. 


Within the asteroid fields you will also 
come across various enemy craft which 
will do all in their power to destroy you. 
The destruction of an enemy ship of any 
kind will enable you to pick up a piece of 
special equipment such as more powerful 
guns or shields to customize your ship. 
These extra features make it considerably 
easier to complete the higher levels. 

Upon loading the game for the first time, 
having not seen the it in the arcades, 1 was 
not sure what to expect in terms of 
graphics. The loading screen did nothing 
at all to boost my hopes, as it is not 
terribly impressive, however once the 
game has loaded it is apparent that a lot 
of effort has been put into the graphics, as 
they are of a very high quality. The sprites 
are all shaded to good effect, being very 
colourful and smoothly animated. Sound 
effects are not exactly wonderful however, 
although this is made up for by a fairly 
reasonable, if repetitive, background tune 
which fits the game very well 
Overall 'B1 asteroids' Is a very well pre¬ 
sented game which has the feel of an 
arcade game. The graphics and sound are 
of good quality and the game will appeal 
to fans of shoot 'em ups. My only minor 
quibble is that it is not exactly the most 
original of games. Over the years there 
have been a great number of Asteroid 
clones, although this is one of the better 
ones. 



BOMB FUSION 

Mastertronic 

£ 9.95 


Reviewed by 
Damon Howarth 


The term budget software has been ap¬ 
plied to many variations of quality and 
style and this game offers no redemption 
to the reputation that some budget soft¬ 
ware has of also being budget quality. In 
this platform game, which owes much to 
Bomb jack, the player is cast as a slightly 
ineffective super hero charged with defus¬ 
ing a nuclear reactor plant, The fact that 
he arrives in cl "clapped out Sinclair C5" 
gives away much of the game's origins. 
The packaging of the game borders on 
total misrepresentation, since the screen- 
shots are labelled in small print as Amiga 
version and show some spectacular, inter¬ 
national backdrops. On loading into the 
ST there are no backdrops and very poor 
graphics, indeed one could be forgiven far 
thinking that the colour display and sprite 


techniques were basically a Spectrum emu¬ 
lation of the early 19B0s. It is not a parti¬ 
cularly playable game, in so far as bath 
joystick recognition and collision detection 
are not the most accurate. There are sever¬ 
al screens but all arc somewhat repetitive, 
the only actions that are needed are to 
firstly collect as many purls of what seems 
to be a paper chain's loops and then put 
them in a bin while dropping off platforms 
to defuse the burning bombs. To make life 
a little more difficult there is a bouncing 
bull that will drop on you and deplete 
both your power and your paper chain, 
this means that it takes more time to com¬ 
plete the level and juises the chances of 
your destruction. 


The background music is 
thin and repetitive and it is 
fortunate that there is the 
option to use a function key 
to dispel it. There is little to 
say on the positive side save 
that it is quite an easy 
games to play and should 
you feel nostalgic for the old 
eight bit budget game then 
this is a good reminder of 
the worst of its genre. I was 
particularly disturbed by the 
screenshot issue since the 
packaging of the gome 
would make impulse or non trial based 
buying a possibility, and although I accept 
that this sort of packaging has been 
around for some time it does not make it 
any more acceptable. I fear for the youn¬ 
ger buyer on limited budget who may feel 
that this is a relatively inexpensive option 
and looks to have exciting graphics. It is a 
pity that Mastertronic, who are bringing 
out some excellent cheaper software have 
to allow this sort of thing onto a machine 
as sophisticated as the ST. 

There is no way 1 can recommend this 
package as there are infinitely superior 
alternatives on the market. If you see this 
game in your local store either see it run 
or avoid with extreme haste. 
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ADVANCED RUGBY 
SIMULATOR 

Codemasters 

£ 19.99 


Reviewed by 
Damon Howarth 


The roar of the crowd at Twickenham, the 
flash of Murray field tartan and the echoes 
of Land! of My Fathers washed over me as I 
looked at this package. On loading it 
showed a well designed screen with suit¬ 
able soundtrack and it's option screen 
gave a well thought out menu system acti¬ 
vated by the joystick. The mouse has to be 
replaced with a joystick to facilitate control 
in this eight a side simulation of Rugby 
Union. 

The options available offer the player 
either computer or human opponents and 
even goes as far as allowing up to eight 
people [with optional computer) to par¬ 
take in a league, which would prove excel¬ 
lent in dubs or similar establishments. It is 
possible to designate various playing for¬ 
mations and styles and even to select 
names and colours for your teams as 



opposed to the default countries. Once all 
these decisions have been mode, or 
ignored if you just want to ploy selection 
of the playing mode takes you onto the 
pitch for the kick-off. 

The control for this is more than adequate 
and although it is occasionally a little 
wayward any problems lie with the skill of 
the operator rather than the program 
ignoring the user. Running and passing is 
by way of joystick direction with the player 
under control being indicated by a large 
arrow over his head. It is possible to ex¬ 
ecute Gary Owens nr up and unders with 
deft control of the stick. The computer pro¬ 
vides an opponent of extreme difficulty., 
there is a definite sense of achievement In 
scoring against it, but as in all such games 
the true beauty is in its two player mode 
wherein both participants can blunder 
away while Learning without conceding 
embarrassing losses. 


'the roar of the 
crowd ... the flash 
of tartan ; 


The ansa that needs most practice is the 
drop kick since the written instructions are 
most imprecise on the matter and it en¬ 
tails a great deal of well timed pressing of 
the fire button, This feature can regularly 
lose the match against the computer and 
Scotland* kick ahead tactics are very hard 
to recreate. It is vital that this function is 
ieamt to enjoy the game to it's full poten¬ 
tial. The kicking is perhaps second only to 
the scrummage procedure wherein frantic 
waggling of the stick will gain possession 
of the hall. 

I he sub screen following a score is enter¬ 
taining in so much as most occasions 
show just a cheery and partisan crowd but 
every so often Erica Roe will streak across 
the screen for light relief! Other similar 
little touches add to the general atmos¬ 
phere of the game. Even os an American 
Football addict I found this game most 
entertaining and far better than many soc¬ 
cer simulators, I recommend this to any 
computer sportsters with the slightest in¬ 
terest in Rugby, 


STEVE DAVIS 
WORLD SNOOKER 

CDS Software 
£ 19.95 


Reviewed by 
Damon Howarth 



Snooker games are becoming one of the 
most populous forms of simulation in the 
computer world. The ST has many of 
varying standards and, I am pleased to 
say, this is one of the better ones, CDS 
have come up with a formula which re¬ 
flects the thought behind pocketing balls 
rather than a contest of drawing lines be¬ 
hind balls or catching cyclical lines, 

The packaging Is as sober as the game of 
snooker itself with a black box and a 
photograph of Steve 'interesting 1 ' Davison 
the front, the supplied booklet is r however, 
detailed and explains the rules of all the 
baize and bail variants it is capable of 
playing, Each uses the same friendly con¬ 
trol system of mouse input and menu con¬ 
trol for strength., spin, direction and even 


position of the white when necessary. 
There is even a magnify option for close 
ups on tricky shots. The cue action is deter¬ 
mined as a matter of where you want the 
bail to travel rather than angle of cue lo 
ball. There are six levels of play ranging 
from Novice through to Steve Davis and a 
variety of opposition consisting of either 
the computer or another player and a 
choice of who breaks first , 

There is, the now mandatory, speech 
synthesis to inform the player of points 
scored, penalty strokes or whose turn it is 
and some excellent title music sampled 
Jrom pot black, In the game sound effects 
are purely those of ball on ball in a series 
of clicks which do not bear a great resemb¬ 
lance to those heard at the average snook¬ 
er hall. That apart it does iend itself to 
promoting the serious contemplative 


atmosphere of the game. 

The most entertaining thing about this 
game is the number of other variants that 
are available all of which are as faithful to 
their original us the title game. There are 
the two forms of pool (American and Brit¬ 
ish) but sadly the British version plays in 
the Yellow and Red ball version rather 
than the spots and hoops of my youth. 
There are also two forms of billiards avail¬ 
able in the form of Cannon and standard. 
In Cannon there are no pockets and all 
points are scored through the Cannon shot 
in various forms. It is perhaps the billiards 
mode 1 found most entertaining especially 
since on lower levels the computer is as 
prone to silty mistakes as normal mortals 
in real billiards halls. 

The control system is the same through¬ 
out with only minor adaptations to the 
choices to suit individual requirements, for 
example snooker will request which colour 
is to be nominated during a break whereas 
American pool will ask for pocket and ball 
nominations, 

On the whole I felt this to be an enjoyable 
and highly playable simulation and feel it 
leaves many of its rivals snookered! 
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ZANY GOLF 

Electronic Arts 
£ 24.99 


Reviewed by 
Damon Howarth 

Memories of sunny Sundays on More- 
cambe Pleasure Beach, sticky nock and 
sand in the toes a re evoked by this most 
pleasant of programs. Ihe design is fien¬ 
dishly simple and like all the best ideas 
demanding of great skill, 

The basic idea is to emulate the crazy golf 
courses of most popular seaside resorts but 
with some electronic twists. Sadly there are 
some American overtones Lo this most Brit¬ 
ish of ideas but they do make the game 
even more whimsical and thus may be 
forgiven. The packaging of the game is 
adequate in the standard CD style box 
and there are sufficient instructions to 
make the game playable straight away. 
There are nine holes on this course each 
totally different from the other, the 
method of putting your bait is via mouse 
control. First position the cross hair over 
the ball and pull back leaving a dotted 
line as a sort of power marker behind it 



then release the button and the ball is on 
its way. So far so good, hut obstructions 
get in the way. For example the hambur¬ 
ger that squats over the second hole and 
jumps up and down necessitating timing 
in the holing out of shots. Many shots 
need a skill that would be envied by Steve 
Davis as trajectory and trigonometry come 
to the fore to make successful putting pos¬ 
sible. 

Not all holes require the same skill, some 
require pinball skills, others require the 
accurate placement of a first shot to set up 
a final putt, indeed each of the nine holes 
presents its own problem. The game ends 
at the end of nine holes or, as is more 
usually the case, the allotted number of 
shots runs out and terminates the game 
early, Sadly this feature means that the 
unlucky player cannot ever finish the 
game since running out of shots means a 
total restart, This is infuriating but equally 


'with its realistic 
bouncing Big Mac 
and squirting 
Sauce bottle' 

challenging adding to the addictive fla¬ 
vour of the game. Bonus shots are obtain¬ 
able by rolling the ball over a random 
fairy or completing a hole in as short a 
time as possible these shots allow an ex¬ 
tension of game time. Some holes have a 
graphic humour such as the Hamburger 
Hole with Its realistic bouncing Big Mac 
and squirting Sauce bottle. My particular 
favourite is the Fan Hole in which the ball 
is guided round the adequately scrolling 
maze by mouse waggling and activating 
fans to blow it in the optimum direction. 
Most frustrating is the Am hill hole, which 
moves with the ants., all very strange! 

The game is playable by up to four play¬ 
ers which allows for sociable use of the 
computer and owing to the fact that it 
does not rely on high speed reactions and 
multiple deaths of helpless aliens is attrac¬ 
tive to a family audience. Indeed so fasci¬ 
nating was the artwork and graphic splen¬ 
dour that even my 70 year old mother 
(really!) found it enjoyable and possible to 
play. This is a definite U certificate of a 
game and as such lives up to its seaside 
origins. Highly recommended. 


BARBARIAN II 

Palace Software 
£ 19.95 


Reviewed by 
fohn Davison jnr 



At the finale of Barbarian ■ 'The Ultimate 
Warrior r f the fantasy 'beat 'em up' game 
released last; year, the hero managed to 
defeat the evil warriors of Drax thus 
freeing the Princess Mariana from his evil 
spell, As a result of this, the evil wizard 
fled to the dungeons which lie beneath his 
black castle and he vowed that he would 
wreak havoc upon, the fewelled Kingdom. 
The powers that be decide that the only 
way to stop Drax from succeeding in his 
evil w T ays is to send someone to destroy 
him. The Barbarian and the Princess 
Mariana (an accomplished swordswoman) 
are the only two warriors within the king¬ 
dom who are skilled enough to survive the 
perils which exist within Drax '5 lair. 

The gome begins as you select your char¬ 
acter, be it the Barbarian or Mariana. The 
selected warrior then walks towards the 


dungeon and the first level of the game 
loads. Your warrior must fight through 
three levels - the Wastelands, the Caverns 
and the Dungeons before reaching the 
final level, the Inner Sanctum of Drax, 
Each of the first three levels consists of a 
maze of approximately twenty eight 
screens. As each screen is viewed it is possi¬ 
ble to move your character left, right or 
into doors or caves which can occasionally 
be found at the back of the screen, As you 
travel through the levels you will have to 
battle with a variety of beasts ranging 
from dragons to crabs until you finally 
reach the evil Drax. Magical objects can 
also be found on your travels which will 
assist you in various ways throughout the 
game. 

Graphically, the game is superb. The 
backgrounds are colourful and well drawn. 


and the sprites are all large, detailed, and 
superbly animated. One of special note is 
the Dragon in the wasteland, which is 
really huge! The sound which accompa¬ 
nies all of the characters and their various 
actions Is very amusing. As far as I can 
tell, all of the sound in the game is sam¬ 
pled, from the 'Vincent Price' type speech 
heard as you select your character, 
through to the Dragon burping os it swal¬ 
lows your head having bitten it off! 

Overall the game is extremely good and it 
is obvious that some considerable thought 
has gone into it. As well as being impress¬ 
ive to look at and listen to, Barbarian II is 
also a highly playable game which holds 
your attention for considerably more time 
than its predecessor. If only other well- 
hyped games could do the same we'd all 
be well happy] 
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DRAGONSCAPE 

Software Horizons 
£ 19.95 


Reviewed by 
Damon Howarth 

You have been transported through time 
and space to beautiful Tuvan ia to protect 
it against evil invading aliens, The only 
ally that you have is Garvan a good hear¬ 
ted if slightly mentally retarded dragon, 
your mission, should you choose to accept 
it is to pick up and replace the various 
artefacts strewn around the country and to 
depose the king of Kaos thereby becoming 
a hero and saving the world, This makes 
as good a scenario for a fast moving six¬ 
teen way scrolling arcade game as any 
and the game that accompanies the plot 
Dragonscape, is a good example of the 
thinking man's scrolling shoot 'em up. 

The loading is ominously quiet and the 
loading screen deceptively peaceful but 
once the game has loaded the music be¬ 
gins. It is good strong music with the occa¬ 
sional sampled voice In it and from there 
the gameplay gets better. The sprite repre¬ 
senting your steed and self is exceedingly 



mobile und very, perhaps overly r respon¬ 
sive to the joystick and the enemy are 
equally well defined and most deadly. 

Your only weapon is manoeuvrability 
and of course dragon breath, a tried; and 
trusted method of reptilian self defence. 
The game is fast and as such mistakes are 
costly with your dragon's skin flaking off 
to reveal skeleton below, once the skeleton 
is fully revealed the game is over. 

It Is necessary to obtain various icons 
representing k>st artefacts and replace 
them within the place they came from. For 
the most part the relationship is obvious 
such as the arrow to the elf bow or the 
skull to the skeleton. It is important to 
remember where all these essential things 


are, since time is limited in each level and 
it takes furious flying, dodging and grab¬ 
bing to complete a level. As in most of 
these type of games, on completion of a 
level another large revolting creature 
needs to be killed before further progress 
can take place. 

The only problem with Dragonscape is 
the small playing area which precludes 
forward thinking and, after many games, 
forces the player into remembering pre¬ 
vious positions. The effect of this is frustra¬ 
tion with the unseen and a claustrophobic 
feeling during play, otherwise the system is 
a credit to Software Horizons. 

] found the game a change in the scroll" 
ing, shooting market since it allowed for 
an element of simplistic arcade adventur¬ 
ing and the exercise of brainpower as well 
as finger power, it is also good to see one 
of fantasy's less loved creatures being cast 
as the good guy for a change, I wondered 
whether there was some Anne McCaffrey 
influence on the writers since the plot is 
related to much of her Pemese material. 
Far those who are good at scrolling games 
and even for those new to the concept this 
is a worthwhile choice that will prove 
absorbing and challenging for some time. 


‘absorbing 9 


FUSION 

Bullfrog/Electronic 

Arts 

£ 24.95 


Reviewed by 
fohn Davison jnr 

This release from Bullfrog/Electronic Arts 
is a scrolling shoot 'em up style game 
which involves some thought, as it con¬ 
tains a number of puzzles which need to 
be solved in order to complete the game. 
The main objective of the game is to col¬ 
lect all of the segments of 'The Bomb' and 
return to the starting point without des¬ 
troying your ship. 

To move around the alien levels you have 
a choice of two craft which are available 
for use at any time. These craft are the 
Mother Ship which is a large manoeuver- 
able fighter craft and the smaller, less mo¬ 
bile Assault Crawler which it carries. You 
can swap between the two as long as the 
terrain is suitable for the Mother Ship to 
land for the Crawler to disembark. 



The various puzzles within the game in¬ 
volve the restricted areas of the alien level 
known us the “grids' 1 . These grids can be 
traversed by the Crawler and In some 
ureas extra features can be collected to 
modify your vehicle. However, the grids 
are broken in sections and in order to pass 
from one to another, switches must be 
activated by the Crawler to make the new 
ones appear or move. The whole process, 
whilst seeming to be quite simple, is in fact 
incredibly complicated and involves a 
great deal of thought to actually make the 
things do what you want them to! 

To make matters worse there Is a con¬ 
tinual bombardment of enemy fire regard¬ 
less of what you're doing. The 'Enemy', as 
they are known, really dish it out! There 
are a large number of missile silos and 
various nasties scattered about all over the 


various levels to impede your progress. All 
this makes the game both challenging and 
quick paced, a combination which makes 
'Fusion/ a difficult but enjoyable game. 

In terms of presentation “Fusion' is quite 
superb, The loading screen is not outstand¬ 
ing, but is accompanied by an excellent, 
lengthy sampled tune. The game then 
lauds and you are given the option of 
normal or expert levels. The graphics of 
the game itself are very impressive, being 
brightly coloured and shading is used to 
great effect, it has some unique features 
too, for example the score is not only writ¬ 
ten in the universally accepted decimal 
system, but also in a strange alien script as 
well, The sound does not live up to the 
expectations set by the loading tune as it 
is consists merely of gunfire and various 
other white noise based effects. 

Overall, the game is very good, although I 
did have a few quibbles. To start with the 
game would not load on my now aging 
ST, so in order to play it I had to find a 
more recent machine to make it work. 
Secondly, although the instruction manual 
is fairly wittily written, It manages to 
obscure what it is trying to tell you by its 
“round about' style. Despite these quibbles 
1 still enjoyed the game, as its playability 
and unique features make it more than a 
simple mindless shoot 'em up. 
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A Ml Plot's Guide t o Music Making on the Atari | i 

I 


2 Musical 

Hardware 


I n Part One of this beginner's guide to MIDI we concen¬ 
trated mainly on explaining basic MIDI concepts and 
jargon., and a brief introduction to MIDI keyboards and 
sound sources (synthesisers). This time we'll look further into 
MIDI related musical hardware, and at how you might set up 
your own low cost MIDI system. 

Obviously, you need a MIDI capable musical instrument before 
you can make music via MIDI. Although I r d recommend the 
novice to start by purchasing a MIDI keyboard with built-in 
synthesiser f this isn't necessarily the only option. V-ou can now 
obtain guitars, saxophones, and other instruments equipped to 
generate MIDI message streams, bringing the joys (and pains’) of 
MIDI to non-key hoard players. When plugged into a synthesiser 
these instruments can produce astonishing results * just Imagine 
strumming chords on a MIDI guitar and hearing the thunderous 
tones of a cathedral pipe organ instead of the expected sound! 

It s unbelievable! And so is the cost - these instruments tend to be 
very expensive. 

Also, manufacturers like Akai and Yamaha produce non-acous- 
tlc MIDI wind instruments which behave like traditional wood¬ 
wind or brass instruments, but produce no audible sound of their 
own. Onboard electronics generate MIDI messages in response to 
the player's finger positions, lip pressure, and breath velocity and 
these are turned into sound by an attached synthesiser. For much 
less cost (around £100) Casio will sell you their saxophone-like 
Digital Horn , but this has rathet limited capabilities. 

HEART OF THE SYSTEM 

A sequencer is the heart of any MIDI system, providing the 
means of capturing and storing a MIDI message stream,, so that 
it can be played hack at a later time. In concept it's rather like a 
multi-track digital tape recorder (usually with B or 16 tracks), but 
it records the MIDI messages used to produce a sound, NOT the 
sound itself. It usually sports a disk drive for long term storage of 
the MIDI data. Playback has to be performed through a MIDI 
controlled sound source to recreate the original sounds. 

Each track can be 
recorded, edited to 
correct any errors, 
and played back in¬ 
dependently of the 
others. While re* 
cording on one track 
you can simultane¬ 
ously play back any 
of the tracks pre¬ 
viously recorded, 
allowing a complex 
piece of music to be 
constructed in easy 
stages. Using this 
technique it's possi¬ 
ble for a lone musi¬ 
cian to sound like a 
whole band in the 
finished recording. 

A sequencer can be 
bought as a stand- 


John S Davison continues his 
exploration of MIDI for the 
layman with a look at the 
hardware and it's not as 
expensive as you might think 

alone piece of hardware, but is often found built into other MIDI 
devices such as a keyboard or expander module. So far I've 
described only the dedicated hardware based sequencer, but 
many musicians prefer the superior facilities availabie from a 
software based sequencer - running on an ST, of course! More 
details on this in the next issue. 

SAMPLED SOUND 

Another important sound source is the 'sampler'. This exotic 
device can digitally record a sound 'snapshot' from real life, from 
an existing recording, or from another electronic instrument. 

I his can then be edited, processed in many different ways, and 
the resulting sounds stored in the sampler's memory. From here 
they can be triggered to play back at any pitch by an incoming 
MIDI message stream, permitting tunes to be played using any 
recordable sound, including those gimmicky dog barking, break¬ 
ing glass, and stut-ut-uttering sounds weVe all heard before. 

As sampled sound is held us digital data it's possible to upload it 
via MIDI to your ST and manipulate it there using appropriate 
software, In fact, ifs even possible to turn your ST into a 
rudimentary sampler using products like AVR's 'ST Replay', 
which use sampling hardware plugged into the STs cartridge 
port, AYR also do a similar but even simpler product for the 8-bit 
machines. Both seem more suited to capturing realistic sound 
effects for use in your own computer programs rather than as a 
music making aid, though. 

The sampler has caused much controversy in the music world. 

It's now possible for anyone to steal another musician's unique 
sounds by sampling them from existing recordings for incorpora¬ 
tion into their own work, So, if you wanted an authentic Eric 
Clapton guitar sound you could just sample it from one of his 
records and play it from your own keyboard! 

Another device worthy of mention is the drum machine, This is 
a combined sequencer and sound source dedicated to producing 
percussive sounds and rhythm patterns. Digitally sampled drum 
sounds are used, so aurally they're pretty realistic. Rhythms are 
created by a MIDI data stream, coming either from the 
machine's internal sequencer or from a MIDI message stream 
generated elsewhere - a MIDI equipped drumkit, for example! 

A more advanced MIDI system could include several sequencers, 
e..g, one in the keyboard and another in a drum machine. To 
play together they need to be synchronised, and this is achieved 
using special MIDI positioning and dock messages broadcast to 


MIDI 

ON THE XLfXE? 

Although MIDI is usually 
treated as an $T topic, 
8-bit users needn’t feel 
left out - Next issue there’s 
a review of MIDI Master w a 
simple low-cost MIDI in¬ 
terface and software for 
the Atari 8-bit machines 
together with news of ex¬ 
clusive offer for readers to 
purchase MIDI Master 
from PAGE 6! 
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til] components of the system by a nominated 'master' compo¬ 
nent. This acts like the conductor of on orchestra, ensuring 
everyone s laris from the same place and plays in time. An 
extension of Libs principle allows sequencers to he synchronised 
with multi-track tape recorders, video recorders, and other studio 
equipment. 

Much modem music is highly dependent on special effects for 
it's impact,, and to get these the raw music is routed through one 
or more 'efforts processors'. These can add reverberation, delay, 
echo, chorus, sustain, flange, fuzz, stereo panning, and many 
oi her aural efforts to create whatever style is currently fashion¬ 
able. MIDI control has been extended to these processors too, so 
it's possible to automatically trigger the required effects at exact¬ 
ly the right time. 

Similarly, ids possible to automatically vary the relative levels of 
different sounds by using a MIDI controlled mixing desk, allow¬ 
ing the volume of a particular instrument to be boosted during a 
solo, for instance, tome bands are now even using MIDI with 
special switchgear to control the stage lighting at their live 
concerts! 

YOUR FIRST MIDI SYSTEM 

You probably think it's difficult and expensive to set up and use 
a MIDI system, but this |ust isn't so. With care virtually anyone 
could manage it- you don't ever] have to he able to ploy a 
musical instrument, but obviously it's helpful if you can! 

The best bet for the raw beginner is Lo buy a MIDI equipped 
'home keyboard' as these are completely self contained, usually 
combining keyboard, sound source, drum machine, amplifier, 
and speakers all in one unit. They often have lots of automatic 
play 'fun features' too. Until recently the most popular begin¬ 
ner's instruments were Casio's CZlOl and C2230S, and most low 
cost MIDI software was designed with these in mind. They're still 
good buys if you can find them, but they're now out of produc¬ 
tion. So what should you buy? 

There are dozens of different low cost MIDI equipped keyboards 
around, but beware! Some, particularly older models, have a 
poor MIDI implementation so make sure the one you buy will do 
what you want - particularly if you buy secondhand. MIDI 
keyboards are usually supplied with a MIDI Implementation 
Chart showing exactly what the instrument can and can't do, so 
take a look at this before deciding. If possible, buy from a 


specialist music shop as they should be able to sensibly discuss 
your requirements and advise you accordingly. 

For my needs (and pocket!) the best value home keyboards 
around right now are Yamaha's P5S-480 and it's bigger brother 
the PSS-6B0. These cost around £150 and £200 respectively and 
offer great value for money. Add £5 for two MIDI cables, £25 for 
a simple ST software sequencer package such as Activision's 
Music Studio, and you have a beginner's MIDI system capable of 
producing some excellent sounds. 

Both keyboards have 100 different pre-set instrumental voices, 
tram rock guitars lo harpsichords, plus five synthesiser voice 
registers far building your own patches. In addition there are 32 
sampled drum sounds, all accessible via MIDI. Both instruments 
have 16 MIDI channel support and 12 note polyphonic capabil¬ 
ity, so can play up to twelve simultaneous notes. Amazingly, 
they're also 12 voice multi-tirubral, so using Music Studio you 
can play any combination of up to 12 different pre-set and 
custom sounds at once. With just this one keyboard you can 
sound hke a 12 piece btjnt.ll 

Both also have the full complement of MIDI sockets (IN, OUT, 
THRU), again uiiusuul at this price level. Addition at facilities 
include pitch bend, stereo chorus, vibrato, reverb, sustain, and 
portamento to zap up your performance. And, they have stereo 
outputs to feed into your hi-fi system for infinitely improved 
sound reproduction over that provided by the small onboard 
speakers, These and lots of other features put them streets ahead 
of anything else at the price, both as 'fun' home keyboards and 
for MIDI use with your Atari computer. 

At this price level Yamaha, like all other manufacturers., have to 
make compromises. The main one is that both machines have 
mini-keys rather than full size piano keys, although the PSS-680 
is unique in having a 61 note keyboard instead of the 49 usually 
found on Instruments in this class. The keys aren't velocity or 
aftertouch sensitive either, but none of this should be a major 
problem unless you're already used to full size keys or are 
REALLY serious about learning to play property. 

Actually, you can make exciting music via MIDI without even 
TOUCHING the keys, using a 'step-time' software sequencer like 
the Music Studio package mentioned above. I'll be discussing this 
in the next issue, when we'll cover the whole topic of MIDI 
software. In the meantime, why not visit your local music dealer 
lo hear just what MIDI keyboards cun do? Them try to- resist 
buying one! _ 
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Yamaha's PSS-680, an ideal beginner'a choice with a lot of features for around £200 
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S ierra's initial pioneering work 
with graphics culminated in 
1984 with their first 3-D Ani¬ 
mated Adventure Game: Kings 
Quest. Since then their 
graphics have gone from strength to 
strength and these two recent games are 
even better ... from cl graphics and music 
point of view! Bath games support MIDI 
output to a Roland MT-32 or Casio CZ-101 
and KQIV contains forty minutes of origin* 
al music. 

In all Sierra's games the graphics really 
are integral to the game. You hove to use 
the cursor keys or mouse to manoeuvre 
your character around the screen in order 
to solve certain puzzles and reach certain 
places, as well as entering text commands 
in the normal way through the keyboard. 
Many of the puzzles are visual, requiring 
you to find routes around obstacles in the 
pictures, or avoid ihe numerous monsters 
which chase you round the screen. Here's 
a hint, use the mouse forgetting up spiral 
staircases or positioning yourself al an 
exact point on the screen, and the numeric 
keypad for awkward diagonal movements. 
The pictures and animation are excellent, 
hut do unfortunately take a significant 
time to load. I his is not a problem when 
you first reach a new screen, since there is 
usually tots to do on each screen, and the 
responses to your commands are very fast. 
The system has been enhanced to remem¬ 
ber as many Of Lhe last few screens us it 
can (about four on my 520ST * less if there 
has been significant animation) so that 
retracing your steps or going back and 
forwards between two rooms only takes a 
few seconds. 

SAVE and RESTORE arc also quite slow so 
there is a definite inhibitor to trying out 


ideas, Whereas in a good Text Adventure 
like Beyond Zork, or a good Text Adven¬ 
ture with Pictures such as Fish you can 
Restore and move through ten rooms in a 
mutter of seconds, with pictures turned off, 
uRowing you to try' out a dozen different 
ideas in five minutes, in contrast it can 
take u lot longer to do that in a Sierra 
game so you will he lucky if you manage 
to try out ONE idea in five minutes! 

In King's Quest 111 they solved this prob¬ 
lem to a large degree by providing you 
with a Magic Map which allowed you to 
teleport directly to anywhere you had pre¬ 
viously visited. 1 thought this was a great 
idea and I really don't understand why 
they have not continued with this feature. 
These loading delays are a limitation of 
the current technology and you just have 
to accept them if you wish to play this 
kind of game - SAVE frequently! It may be 
slightly better on a 1040, it may even be 
great if you have a Hard Disk! 

Sierra have obviously pul 
a lot of effort into impro¬ 
ving their music, graphics 
and animation over the 
years. Unfortunately they 
have not been quite so 
progressive with their 
input parser. Most of the 
time it is barely able to 
cope with VERB NOUN, 
and confuses you by 
understanding a com¬ 
mand in one room but 
claiming not to under¬ 
stand it in the next! 

I won't bore you with the 


details - you 'll suffer enough if you play 
the games - hut it was all typified for me 
when, in Leisure Suit Larry II, I typed in an 
extremely simple sentence and it respon¬ 
ded with this little gem: ’Perhaps you con 
understand that sentence, but I have 
graphics to worry about"! On the positive 
side, they have expanded the graphics 
area to fill the whole screen and whenever 
you start typing a command the action 
freezes and a text window appears for you 
to complete vour typing, also u simple tap 
of Lhe space bar will recall your last com¬ 
mand - an excellent implementation. 
Sierra have also added □ lot more superb¬ 
ly animated cartoon sequences to the 
games. As well as a ten. minute introduc¬ 
tory cartoon, there are numerous points in 
both games where the program takes over 
and shows you graphically what happens 
next, often with some nice touches of 
humour (but be warned - a tot of it is very 
'American' and very 'cute ). These are 
great the first time you see them, unfor¬ 
tunately, yoLi have to sit through them 
every time - there is no Fast Forward but¬ 
ton. This is made especially annoying by 
the 'Bang, You're Dead' Syndrome which 
permeates all Sierra games - yes, the 
graphics and text which accompany your 
many forms of death are excellent,, but 1 
get awfully bored doing RESTORES and sit¬ 
ting through the same cute cartoon for 
another three minutest 
One major drawback, if you only have a 
single-sided disk drive is that both these 
games are only available currently on 
double-sided disks. Julie Berwick of Activi¬ 
sion (0734-310003) is trying to arrange for 
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John Sweeney combines a 
quest round the noble 
land of Daventry with 



some sleazy U.S, bars in two 
eagerly awaited follow up 
adventures from Sierra 


single-sided replacement disks, contact her 
for the latest information. 

I hove so far mentioned many of the 
negative points of Sierra's games, if only 
they would give a little more thought to 
the person trying to solve the game by 
providing features such as a Magic Map 
and the ability to skip past cartoons you 
have seen before, and by putting a tiny 
fraction of their effort into improving their 
completely inadequate input text parser, 
then these games could be really great. For 
the moment, as long as you can stand 
those limitations, then nearly all their 
games are welt worth playing. Apart from 
being entertaining as adventures, they are 
all full of humour - it is always worth 
trying stupid things, occasionally they 
may actually be useful, but very often you 
will get a joke or sarcastic comment from 
the game. 

K ING'S QUEST IV carries on the 
story line from KQIIL You play 
the part of the Princess Rosella 
and you urgently need to find a magic 
fruit to save the dying king. Unfortunately 
you can only get home with it if you can 
save the good fairy Genesta from, the evil 
Lolotte by retrieving a stolen talisman. Un¬ 
fortunately you can only do this by ... and 
so it goes.. There are lots of puzzles to solve 
and quests to complete and a whole new 
land to explore, full of ogres, dwarves, 
zombies, a unicorn, a troll, and lots more - 
all beautifully animated and with their 
own little signature tunes. A lot of the 
sequences are based on myth, legend or 


fairy tale and there arc few really hard 
problems to solve. 

There are a ample of nasty bits, some of 
which are a bit unfair so I include a few 
dues for those who ore really stuck - to 
decode just go back three letters In the 
alphabet: 

1) HDFK WLPH BRX VHH ORORWWH 
VRPHWKLQ] VRPHZKHUH FKDQJHV 

2 ) DIWHU ORORWWH HASORUH WKH 
RFHDQ DJDLQ 

3) WKH SRXFK KDV W7.R XVHV 

4) GRQ'W ZDLW IRU QLJKWIDOO - LW 
ZLOO 1DOO HDUQR LI BRX DUH 
UHDGB IRU LW 

Whatever you do don't look at the Official 
Book of King's Quest if you prefer to solve 
adventures by yourself - the hints are 
arranged so badly that it is impossible to 
find a due without seeing far too much 
information about parts of the game you 
haven't reached yet!. 

This is undoubtedly tin excellent addition 
to the King's Quest series and well worth 
playing If you aren't looking for loo much 
of a challenge and have lots of patience - 
though personally I thought KQ III was 
much better. 


EISllRE SUIT LARRV II continues 
the story of Lorry, Lurry is a nerd - 
"the most negligible bachelor of the 
year"l Thrown out by Eve (the lady he r urn, 
er, made friends with at the end of Leisure 
Suit Larry in the Land of the Lounge 
Lizards) Larry is penniless, but if you find 


the right things to do and can stand sitting 
through a Lake-off of an American version 
of 'Blind Date' you too can end up with a 
Million Dollar Note - which nobody will 
change! - and a cruise with a beautiful 
lady - If you can find your passport and if 
she doesn't send her mother instead! Un¬ 
fortunately Larry also gets mixed up with 
some spy business and finds himself the 
target for a lot of very nasty people with¬ 
out ever really understanding why! Your 
objective is simple - survive! 

I wasn't too impressed by the quality of 
the puzzles in LLII. There are for too many 
where you are not given a chance to solve 
them in advance by logic - you just have 
to wait until you die (again!) then go back 
and taking fairly obvious steps to prevent 
it - and sometimes you have to go back 
quite a long way! If in doubt try TALK 
MAN or SIT - there arc at least TWELVE of 
those that will score you points! 

And be sure to test for keyboard interac¬ 
tion during the cartoon sequences - 
although most of them disable the 
keyboard, there are a few occasions when 
you have to find the points where the 
keyboard is activated and enter a com¬ 
mand - the programming borders on 
moronic] 

It says TOR ADULTS' on the box but I 
have seen a lot worse in PG rated films. 
This is definitely downhill from the origin¬ 
al Leisure Suit Larry - the graphics and 
music are excellent and many parts of the 
game are good fun to play through ONCE, 
but if you want something to PLAY rather 
than WATCH it is definitely overpriced. 

VDYH EHIRUH BRX SLFN XS WKH GLS - L 
QHYHU JRXQG D XVH IRU LW' DQG LW 
LV GHDGOR 


KING'S QUEST IV: 

The Perils of Rosella £29,99 

LEISURE SUIT LARRY 

goes LOOKING FOR LOVE (In 
Several Wrong Piaces)£24.99 

Both by Sierra On-Line 
and distributed by Activision 
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PROGRAMMING 




SECRETS 


Colm cox returns 
with some more 
programming 
secrets for every¬ 
one to share using 
ST Basic or C 

W elcome back! In my last article 
way back in Issue 32 I took a 
look at the various hardware 
registers of the graphics chip and ex¬ 
amined the basic software interface be¬ 
tween programmer and hardware. In this 
issue I aim to explore some more of'the 
features offered by the ST in the field of 
graphics. To begin we look at the basic 
subdivisions of the GEM system, 

GEM (Graphics Environment Manager) 
can be broken up into two sections - VDI 
(Virtual Device interface) and AES (Appli¬ 
cations Environment Services). The VDI r s 
functions we will examine are those in the 
field of graphic production, including 
drawing shapes - circles,, boxes, ellipses - 
and also the mouse functions - reading the 
position of the mouse pointer and state of 
the mouse buttons. All VDI calls have uni¬ 
que numbers - the numbers of the calls I 
will be dealing with are 3, 6, 8, 11 r 12, 32, 
103, 106 r 122., 123, 124, 

The AES handles windows, menus and 
alert boxes. As this article is concerned 
with graphics. I'll mainly discuss VDI func¬ 
tions but fear not AES freaks, 1 won't desert 
you! 

To use any of the functions provided by 
the VDI you must first tell it you wish to 
use it - logical eh? This is accomplished by 
the VDI call OPEN, 1 WORKSTATION. When 
using a VDI call it may only he necessary 
to supply Its unique number, for example 
when reading the position of the mouse 
pointer. In other cases the unique number 
plus additional parameters are required,, 
for example, drawing a box In a particular 
position on the screen. The parameters are 
passed in the following arrays, All values 
are stored as 16 bit values (2 bytes). 
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CONTROL: This is the array in which the 
unique number of call is passed.. Also 
various other parameters which relate to 
that call are passed in this array. 

PT5IN: This array is used to hold sets of 
co-ordinates (x,y) as input to the call we 
are going to execute. 

PTSOUT: This array contains pairs of co¬ 
ordinates, which the VDI pusses back to 
the user, 

INTIN: This array is used to pass various 
parameters to the VDI. 

INTOUT: The VDI uses this array to pass 
most of its. results back to the user, 

ST Basic sets up its own workstation and 
five keywords are provided which the sys¬ 
tem recognises as the base address of its 
associated array for example CON ] KL is 
the address of the contra] array. 

CONT RI. Base address of CO NTROI. 
array 

INTIN Rase address INTIN array 

INTQUT Rase address of INTOUT array 

PT51N Rase address of FTSIN array 
PTS0UT Rase address of FTSQUT array 

To execute the call, ST Rasic users type: 
VDJSYS(X) where X is any number, 

The Assembly user must set up a worksta¬ 
tion if they wish to use the VDI. As space is 
in short supply 1 cannot print the required 
listing - but if you do need it, write to me - 
my address is at the end of the article. 

Most Cs Include their own bindings 
which place the arguments in the required 
arrays and then execute the call. The code 
to set up a workstation is: 

short work_in[12]; 
short work out[57]; 

short handle,!; 

ha ndle - gru f_ha n dle(a n di, andl,andi, andi) 
forfl=G; I< 10; work_in [i++]=1); 
work_ln[10]=2; 

v_opn vwk( work J n, and handle, work_out); 

As you may have noticed, the open work¬ 
station call does not achieve everything! 
However, after this call is executed, a 
wealth of graphic operations are at your 
finger tips, including: Draw box, Draw cir¬ 
cle, Draw ellipse, Fill surface, Print text in 
a variety of styles and sizes and clear 
screen. These commands provide graphic 
output well beyond that provided by 'nor¬ 


mal' ST Basic. The inset block on the next 
page provides a description of these com¬ 
mands, accessed from ST Rasic, 

PROGRAMMING EXAMPLES 

If you got lost somewhere along the way 
fear not. Listing 1 shows how to access the 
VDI from ST Basic and is fully commented. 
Before I describe the listing, one particular 
location merits note - SYSTAB+24. From 
ST Basic, POKE SYSTAB+24,1 disables 
GEM The menu, windows, keyboard input 
- including Control G and ST Rasic graphic 
commands are disabled to improve execu¬ 
tion speed, When you use this POKE any 
errors in your program will hang the sys¬ 
tem because as mentioned above keyboard 
input is disabled. You should test your 
programs without this POKE and when 
you are sure of correct operation, insert the 
poke then and only then! POKE 
SYSTAB+24,0 re-enables the disabled 
services. 

RASTER OPS 

The commands so far are fairly straight 
forward, providing an easy method of 
accessing the graphic features provided by 
the VDI. however 3 have left a very useful 
set of commands until last, The commands 
in question are known as RASTER OPERA¬ 
TIONS. Raster op's are an easy method of 
shifting rectangular chunks of screen 
memory' around. Sections of the screen can 
be copied to RAM, FLAM copied to the 
screen and sections of the screen copied to 
other sections of the screen. How? 

There are three raster commands: COPY 
RASTER OPAQUE, COPY RASTER TRANS¬ 
PARENT and TRANSFORM FORM. The 
commands COPY RASTER TRANSPARENT 
and TRANSFORM FORM while interesting 
are not of concern for the purpose of this 
article. Before describing COPY RASTER 
OPAQUE, I refer you to my article in Issue 
32 for the description of graphic planes. 

COPY RASTER OPAQUE - from ST Basic 

POKE CONTRU09; POKE CONTRL+2 r 4; 
POKE CONTRL+6 r i 
H =1 NT (SOURCE/655 36): L=SOURCE- 
<H*65536) 

POKE CONTRL+14,H: POKE CONTRL+16,L 
H=INT(DESTIN ATI ON/65536):UD£STIN- 
AT10N-(H*65536} continued on page 72 
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GRAPHICS COMMANDS 
FROM FROM ST BASIC 


To clear the screen 

POKE CONTRL, 3: VDlYYS(l) 

This dears the 1 whole screen - including 
the menu bar and window leaving you 
with a blank screen. 

To drfiw a line 

POKE CQNTRU6: POKE CONTRL +2,2 
POKE PTSIN.SX: POKE PTSINt2,SY 
POKE PT5IN+4.EX: POKE PTSJN+6.EY 
VDISYS(l) 

Draws a line, from SX.SY to LX.EY 

To place text anywhere on the 
screen 

POKE CON T Rl, S ■ POKE CO N T'RL+2,1 
POKE C ONTRI .+6 , LENf TEXT $} 

POKE PTSIN.TEXEX; POKE 
PTSIN+2JEXTY 

FOR A=1 TO LEN(TEXTJ): B=(A-1)*2 
POKE JNTIN+B.ASC(MIDJ(texts’,A. 1» 
next A: VDISYS(l) 

This command allows you to plat e rcxt 
at position TEXTXJEXTY. The code 
given assumes that the string to be prin¬ 
ted is in TEXTS 

To draw a bar in the current fill 
*YP* 

POKE CONTRL li: POKE CONTRL+1CU 
POKF. CGNTRL+2,2: POKE FTMN.SX: 
POKE PT.S[N+2,SY 

POKE PTSIN+4..EY: POKE PTSlN-M5 r EY: 
VDISYSt.13 

SX.SY are the co-ordinates of the top left 
hand comer of the bur EX.EY are the 
bottom right co-ordinates nf the hut 

To draw a filled circle in the cur¬ 
rent fill type 

POKE CONTR],J1- POKE 
CONTRL+10,4 

POKE CONTRL+2,3; POKE PTSIN- 
.CERCX 

POKE CONTRE. + 2.URCY: POKE 
CONTRL (8. RAD 

POKE FTSIN+4,0: POKE PTSIN+6 r 0i 
POKE FT5IN+1Q.0 
VDI5YSU) 

CIRCX and CIRCY art 1 1 he co-ordinates 
ol the ten (re of the circle. RAD is the 
radius of the cm te in pixels 

I o draw a filled ellipse in the cur¬ 
rent fill type 

POKE CONTRLJ1: POKE CONTRL+10,5 
PO K E CONT RL + 2.2: PO K F. m [ N, EL IPX 
POKE PTSJN+2 r ELfPY: POKE 
PrSlNc4,XRAD 

POKE PTSiN+6,YRAD: VDlSYSfl) 

E-l.lPX and F.E IPY are the cu-ordinalesof 
the centre of thoellipse. XRAD is ihe 
radius in pixels in the horizontal three 
Sion YRA D i s t he rad i us ol ) tie e 11 i pse in 
the vertical direction 

CQNTimJED OVERLEAF 


10 

RUM tMli ■*#*##***#*• • » ■ 

20 

REM H ST Secrete series 

* 

30 

FtEH * by 


40 

REM * COLM C.m 

ft 

50 

* 

$ 


40 

r ET 1 1 GRAPHICS part t vtn - ARI1 OLE THREE - LISTIMG ONE 

# 

7<? 

Rtn * 5T Basic 

ft 

B0 

RFTl * PAGE 6 MAGAZ INF - ENGLAND 

ft 

9* 


IO0 

REK 


1IO 

REM &f*roor^ i 5t.i f dlit i on of hnw to WDI gripK] t|i. ving iirtPR^ to Itlie 

120 

REM wh-ale Ecrncn from 5T Basic. Also, features such a^ tent sizes and 

130 

REM fonts are available. Typo it in 1 


140 

REM 


150 

fieri »*+■ set up constants tor the different fonts ***+ 


160 

REM 


170 

NORMAL =0; BQLD^l i LIGHT~2s I TAt i C=4;ULJWE-B;0LINE=I* t SHADOW-32 


1BO 

REM 


190 

StEfl mi WHAT SCREEN RESOLUTION"? ###* 


200 

REM 


210 

FtE SQLU T 1 ON-PEEK I &H44Q 1 


220 

IF RESDI.UTI0N=4HDE>0 THEN KRES-320; VRES-200 


230 

IT RES0LIJT IUN=!iHJOO THEN KRF0=64O± YRES-200 


240 

IF RESOLUT ION—1H2O0 THEN XRE5-440! YRES=4f>[) 


250 

REM 


2*0 

REM »### EH SABLE OEM - SPEEDS UP PROGRAM **** 


270 

REM 


2S0 

POKE CONTRL,I 23:VD15VS £ 11 


290 

POKE SVSTAB+24,1 


300 

REM 


310 

REM »•« CLEAR SCREEN *+** 


320 

REM 


330 

POKE CONTRL T 3:ODISY5il> 


340 

REM 


350 

REM fHHHf SAY UELLOI *##* 


340 

REM 


370 

TETTi="UIELOOHE ,< : EV-40i EFFECT =QLINE: HEIGHT-24: EtOSLIB CENTER TEST 


3S0 

REM 


39t> 

REM turn DRAW A DESIGN USING DRAW LINE **** 


400 

REM 


410 

POKE CONTRL,*iPOKE CONTRL+2,2 


420 

FOR »10 TO KfiEB-IO STEP 2 


430 

POKE PTEIN,StPOKE PTS1N+2,ID;POKE PT5IN+4 f TRES-TSPOKE RTSIN*4 YRES- 

10 

440 

VDISYSri) i NEXT X 


450 

FDR Y-IO TO VRES-10 STEP 2 


460 

POKE PTSlN+2,YiFDKE PTSIN+4,YRES-YsVDISYSi11;NEKT Y 


470 

ftFM 


480 

REM "*** CHANGE DRAW MODE TO XQft #*#* 


490 

REM 


500 

P»E CONTRL , 32: POKE C0NTRL.+ 6 + 1: POKE IlhlTlN,3s VDISYSi 1 1 


510 

REM 


320 

REM *##* THEN SOME MORE TEXT **** 


530 

REM 


540 

TEST*-”Atari ST h ;FOR CY-50 TO YRES-lO STEP 20 


330 

HEIGHT=INT (R«DC1) *!OJ +4i EFFECT - ! NT fRND (1 > *141 iC5l=CY: 0O5UB TEXT 


560 

NEXT CY 


570 

REM 


500 

RCM **** THEN RE - DRAW PATTERN IN XQR MODE **** 


590 

REM 


*oo 

POKE CONTRL,*!POKE CONTRLt2 t 2 


*1 0 

FOR X-10 TO XRE5-IO STEP 2 


620 

POKE PTS1N,X ; POKE PTBIN+3,IO:POKE PTSIN+4,XRES-XiFOKE PTSIN+6 t YRES- 

10 

430 

VOISYS(I)iNEXT S 


640 

FDR Y-1G TO YfidFS-10 STEP 2 


630 

POKE PTSIN+2, Y: FOKE PTS IN+*, YFJES - Y z VDI SYS i 1 > : NE * F Y 


660 

POKE CONTRL f 32iPOKE CONTRL+6,1 iPOKE 1MTIN 1 3 sVDI3YSI11 


670 

REM 


600 

REM **#* RE-FNABL.E OEM *■■*# 


690 

ftEM 


700 

POKE CONTRL,122 1 POKE CUN TRL+6, 13 POKE TNTiN^Of VDISYS£1 ) 


710 

POKE SYSTAB+24 ,fd 


rzo 

REM 


730 

REM **** LAST OF ALL RESTORE TEXT HEIGHT + STYLE TO NORMAL **** 


740 

REM 


730 

HEIGHT = 13;OUSLJB SET.hEIGHT I EFFECT-MOftMflLjSOSUB SET.EFFECT 


740 

END 


770 

REM HU-***■»**##»+■###*»» *#-11 ** t 4. p p p.*#**#^**,*. 

700 

REM * G.P. routine to center tejst on tha arreen. This subroutine 

ft 

790 

PEM + takes it* input from the atring TEtlt. Tho variables EFFECT 

# 

BOO 

HtM * dud HEIGHT ^ire to alter tbe tejit font and the te«t size. 

ft 

flio 

REM * rccpactiuelr- The variable CY hoi dm tho ¥ co-ordinate of the 

•ft 

020 

REM + te;xt. The X cn-cod 1 r«dte is automatically calculated SO Unat 

ft 

030 

R£H * the teKt appears Centered on tP@ screen. 

* 

&40 

REM *************>»■ y »»**««##**tiittiii«**#***###■* t **p 

050 

CENTER.tEHTf 


060 

720-LEN [TEJtTSJ = ZIl=ZZO* [HEIGHT* £ 0+1 *■ [ EFFECT ^OLI > J 1 13> 


070 

CK-iKFfiES-7 f11yz;EDSUD TEXT 


BBO 

RETURN 


090 


9c?0 

REM « G.P. routine ta print text dmy where on tDe screen. Am 3bOve t 

ft 

910 

REM * thip tent ta be displayed is in TEilt > EFFECT tr HElBHT also 

ft 

920 

REM * alter itylo *■ Height af the tent. CK,CY are the CQ-ordinatem 

* 

! 930 

REM i □# where the bottam loft corner nf the text will appear. 

• 

94cj 

REM b »t* 1 **••##**#«p p 

950 

TEXT; 


960 

GDDUD GET.HElfiHl iEDSUD BET. EFFECT 


970 

FDR Z70=l TO LEHfTEXTfl i ZZI-fZZO-I1*2 


900 

POKE INTIN+ZZ1,ASC£MID*fTEKTt,IZO T l]]±W£7T ZZO 


990 

POKE INT 5N+2 11 + 2,0:POKE PTSIN„CK i FOKE PTSIN+2.CY 


IOOO 

P0»::F CON TRI.,B: FOKE CONTRL+2 „ 1: FOKE CONTftl +6 T LEN i TEXT* i 


IO10 

V®ISY0(U 


1020 

REM **** Set te?it height ta v^rlatile HEIGHT 

1030 

SET.HElSHTl 


1040 

POKE CONTRL,12iPOKE CONTRL+2,1iPOKE PlSJN,OrPOKE PTS{N»2 HEIGHT 


1050 

VDISYSC1)iRETURN 


1040 

REM *ms# Set t«Kt style ta van able EFFECT **** 


1070 

BET.EFFECT; 


1000 

POKE CUNTRL*104zPOKE CONTRL+6,IiPOKE INTIN.EFFECT:VDISVSf11 


1090 

fitTURN 
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To fill an area in the current fill 
style 

POKE CONTRU03: POKE I NT IN, COL 
POKE PTSIN,F1LX: POKE PTSlN+2,flLV: 
VDISYS(l) 

Variable COL is the colour of the border 
of the area, FI LX, FILY are the co-ordin¬ 
ates of the point at which the fill is to 
start 

Set Write mode - Pet ermines what 
effect ftitute graphic operations will 
have on the graphics currently on the 
screen 

POKE CONTRL32: POKE CQNTRL+6J: 

POKE INTIN,MODE 
VDISYS(l) 

There ore three possible values for 
MODE - MODE-1 is called REPLACE 
mode which means that operations will 
replace any graphics displayed on the 
screen in the areas of overlap, MODE=2 
is called TRANSPARENT mode which 
means that, for example, the drawing of 
a circle with a dear inside will not effect 
any graphics inside the circle. If you 
drew it in REPLACE mode then any 
graphics inside the circle would be 
erased. MODE=3 is called XOR mode. If 
you draw a line across the screen using 
this mode and a circle is already dis¬ 
played on the screen, the points of in- 
tBisection of the line and circle will be 
inverted in colour. 

Set Character Height 

POKE CGNTRL.12; POKE CONTRU6..1: 
POKE PT51N,0 

POKE PTS1N+2,HEIGHT: VDISYS(I) 

The values for variable HEIGH J are,in 
pixels and refer to the height on the 
character excluding the blank pixefc 
surrounding it. The height of normal 
text is 13 The ST Baste PRINT statement 
will only work when the text sixe ls 13. 
For all other text heights use- the method 
outlined under To place text any* 
whwpre on the screen' 

Set Text Special Effects 

POKE CONTRL, 106: POKE CONTRL+6,1 
POKE INI IN,EFFECT: VDISYS{1) 

Fhe values for EFFECT are listed below. 
To get a certain type of text just add 
together the given values for the effects 
required. Some combinations are not 
displayed correctly such as italics plus 
outline, To return to normal text the 
above call should be made, with 
EFFECTED 


EFFECT 
Normal text 
Bold text 
Light text 
Italic text 
Underlined text 
Outlined text 
Shadowed sext 


VALUE 
EFFECT 3 . 0 
Add 1 to EFFECT 
Add 2 to EFFECT 
Add 4 to EFFECT 
Add 8 to EFFECT 
Add 16 to EFFECT 
Add 32 to EFFECT 


CONTINUED ON NEXT PAGE 


io 
20 
30 
40 
50 
*0 
TO 
BO 
90 
100 
no 
120 
130 
140 
150 
1*0 
170 
ISO 
190 
200 
210 
220 
230 
240 
250 
2*0 
270 
250 
270 
300 
310 
320 
330 
340 
350 
340 
370 
300 
390 
400 
A IO 
420 
430 
440 
450 
440 
470 
4 BO 
490 
500 
510 
520- 
530 
540 
550 
3*0 
570 
500 
5-90 
*00 
410 
420 
430 
44 0 
450 
4*0 
*70 
£.50 
*90 
700 
710 
720 
730 
740 
750 
7*0 
770 
750 


pjrp * **###9* ##*#** a ****■.» •« ** ** » * ***999 * *9*99**9-9**9* in * # # 

REIN 9 ST Sc-crcts s-erieiS * 

REN * by * 

PE* * COLM CDS • 

REM * —----—--------* 

HEM * GRAPHICS part two - ARTICLE THREE * LISTING TWO 9 

REM 9 5T Basic * 

REM * PAGE 4 MAGAZINE - ENGLAND * 

R£M miiiMi + *********■ **fl * ****m-###***#**##***** 

REM 

REM This prDQra* tak 4 « advantage af the fact that ST Racjc ctarne the 
REM elements of an Integer array coqucntially. Therefore we 094 an 
REM array in store the HFDB r 'a. 

REM 

REM Who said that ST Basic; can't blit? 

REM 

REM **** WHAT RESOLUTION? 9*** 

REM 

RE5DLUTI QN=PEEK (&H44C i 

IF REEDLUT ION=SiHOOO THEN KRE5=320i VREB-200 
IF REGDLUTIQM-BiHlOO THEN SftF5=440; TRE5=200 
IF -RE55LUT I0N*-!;H200 THEN KRE5=*40t VRES=400 
REM 

REM **** DISABLE GEM **** 

REH 

POKE SYStftE+24,1 

POKE CaWTRL„123fVDl5Y5iI> 

REM 

R£M *#9* READ IN HFDB'S ***« 

REM 

DIM SGUFrCEXClOI 

FOR A=0> T5 91 READ D i SOURCE h£ < A > *D; NE X T ft 
ADDR=VARRTR < SOLMYCE V. <0> > 

H-ADDFt/45534sL^SADDR- IH463334 > 

REM 

REM **#9 ALTER MFDB ACCORDING TO' RESOLUTION **** 

REM 

SOURCES!. £2) -^KREBi SOURCEX (31 *YRESi REM CHArfSE * , Y RESOLUTION 
a£HJfiCC5£(4>“)iRE5/14*BEM CHANGE S RES. IM WORDS 

SOURCE7. (4 \ t-256000 f \ XBEE*YHES i i REM CHANGE NUMB. OF PLANES 

R£M 

rem **** CLEAR THE SCREEN *«.** 


REM 

POKE C0NTfiL + 3i VDISYSH) 

REM 

REM **n-9 DRAW SOME GRAPHICS #+** 


REM 

POKE CONTRL,6:POKE CONTRL+2,2a POKE PTSlN+2 t OiPOKE PTSIN+*,SD 
FDR X=0 TD 100 STEP 2 

PUKE PTSIN t X| POKE PT5IN*4, lOO-Ks VDI5YS U J :NE)CT 3i 
FDR Y-O TO 30 STEP 2 

POKE PTS IN+ 2 pVrPOKE PTS lN+6,30-Y? VPISVfi L1) : NEXT Y 
REM 

REM **** SET UP ARRAYS FOR RASTER OPERATIONS *#** 

REM 

PQKE CONTRL,109:POKE CDNTRL+Z,4:PBHfiE CONTRL+6 1 1 apn^E INTIN,3 

FOKE CONTRL*1 4 T H:POKE CONTFL*14,LtPOKE CONTRL+IS,HsPOKE C0NTRL+20,L 

POKE FTSIN POKE PTS] N+2 h Oi POKE PTSINi-4,100: POKE PTSlN+6,54 

REM 

REM 9*9* THEN COPY 300 TIMES , . . *9*9 

REK 

FOR fl-1 TO 300 

K=|HT CRNDill* (itRES- 100) ) f Y-INT (RND C2) * < YftES-10O> i +50 

POKE FTS E N+0 T K ? POK E PTSIN+lOpYiPOKE PTSIN+12,X + lOO:PflKi PTSIN+14,'Y+50 

VD1BYBC1]iNEKT A 

REM 

REM 99*9 AND THEN RE-ENABLE OEM ***** 

RtM 

POKE CONTRL„122tPOKE INT IN T 0:VD]SYS <1> 

POKE SYSTAB+24,0 
END 

ftEM »**i MEMORY FORM DEPlNiriQN SLOCK **#* 

REM **** alter at y4ur 9999 

REM 9*** aur rick! ***» 

DATA 0,0 
DATA *40,400 
DATA 40 

DATA O,1*0,0,0 


POKE CGNTRL+lS r H: POKE COKTRL+20.L 
POKE INTIN,MODE: POKE PTSIN.SSX: 

POKE PTSIN-tZ,SSY 

POKE PT5IN+4,ESX: POKE PTSIN+6 f E5Y: 
POKE FTS1N+S P DSX 

POKE PTSlN+10 f DSY: POKE PTSIN+lS.DEX; 

POKE PTS1N+14,DEY 

VDISYS{1) 

Where SOURCE and DESTINATION are the 
addresses of structures called Memory 
Form Definition. Blocks (MF'DB's). These 
specify the area of memory to he shifted. 
Their structure is: 

WORD 0 H Address of point (0,0) of area 
to be shifted (0) 

WORD 1 L If you set these to 0 the screen 
ram Is used (0) 

WORD 1 Height in pixels (400) 

WORD 3 Width in pixels (640) 


WORD 4 Width in words (40 - 640/16) 
WORD 5 Format: 0=devke specific 
1 standard (0) 

WORD 6 Number of graphic planes (1) 
WORD 7 Reserved (0)" 

WORD S Reserved (0) 

WORD 9 Reserved (0) 

The default values are given for a mono 
screen 

MODE is the way in which the operation 
will affect data on screen 

0 The area covered by the raster is 
blanked, 

1 The areas of intersection are set, 

5 REPLACE made see above, 

6 XOR made., above. 

7 TRANSPARENT mode,above, 

15 Similar to 0 but area is filled in 

current colour. 
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Gt Secret* uriti %/ 

tl V */ 

COLrt COX *./ 

GRAPHICS pert two - ARTICLE THRtt - LI ST 1+40 THREE b -7 


7* 

/* 


7* t NABAlIHE - EMSI AMD 

7*-|Hm»*im-** H PI *+ H * 4* 4t #-•«•»*« ■ ft F u 4 | h n It t »*«*##-•# By* mum 


ton stent;: for MODE 


ItdEt] ns REPL ACF 3 f* Rati* 

M acf IP! XGR & 

l»E rRflMSPAREf4T 7 

•define D£VILH OPEC I FTC 0 7 14 THfvice tpfi^if.s: iUg 


**BB*I- 1 H« I IN , 1 

>w irticl* */ 


s tructure of a Hhiim-ii- y fnrp Do t ■ ni tton £1pc*. 


I* fcdra-K 
/e Width 
7* Heiqht 
7* Width/li 
7 * Dwvtc-* -ipcc , 
7* * PI JAM 
f* Reserved - f 


i 7 

*/ 


*/ 
H / 


■t. struct fdb-4.tr 

C 

1 C+l q fd^atfdr: 
short fd_«it 
short fd.h-; 

ih-flrt fd_WdHHfth| 
short fd_iiband 4 
dh-DTt fd_h|i1pn*9; 
short 4d_ri: 
short +4f F2; 
shrjrt 4«f a r3| 

I MFEB; 


MFDB screen) 

ehra-t handle t Mork_lnElZ3,-nrk. out 1373* 

ehto i ay[fiInures.vree,pl»nr 5 ,i,s.sci]e 1 y_eci3 ■ 

"lain ( I 
t 

(\i 

t nit_wjr v statian (1 ( 
lnlt_Mr iqn I J ; 
init_r »st*j- I ) ; 

dnmn 4 REPLACE , "Rvp t « r -nrjdC. a .\O\ 0"3 ; 

■Jfepirv: l I Tfi'BNSPrtHENT , 'TrPri B.pflr-pnt Tiddil- - \ 0^0 ■' ) ; 
do ito 4 KDR. * iSW (node. - \OVCi-'>; 
v^clevHi thendJ c-J 4 


lnil_ivnri(»tflta on Cl 


7* Fust do thp* T „.. 

7* Toll GE.41 here h*r* 
7* Drew 5 «ic qraphica 
f* And «i!t up our MFDB 

7+ Then dwrr^j f nr each 
7+o+ the nvjdvt. . , 

74 Say goodbye tri EEH 


handl *-grp4 _h*hdl e C £<i i ti , i d „ t j t f 
f or 41 =£i [ t < t 0 ; nnrl;_i n t I + — 3=1 ) ; 

“ork.inl 103=2; 

+_VivHklHcrk ll ifl,MMndlr,HDrk out); 

w f M*mr k_CSlt L03 [ yr r>t-hrv k_QBIt Clip 

s Jan ti-1; y_»cile'2| u pool *-2; 
if !wark_cmtC 13 )-- 4 ) 

{ 

pjanea~7| 


7* There ere 2 plane-a 
y_icila>l; 

3 

lf(*l£ir-k CHjtt liJralil 

t 

p L a,'i a-. - 4.; 

y_acal*=[ j 

k _ac*j s T l{ 

I 

J- 

t hi t_,K.TMn I ) 

{ 

v_G]rwk {handle); 


7p Bet pur 'hand] e 

7* Upon t*ark ptat i on 
/» Get ur»it i>» T 
7* If in riedius ret. 


/* Seal -a y puis 
7* If in low ret. 


7* Thar* pm 4 plant 
7* Scale :■: ). 'y iH tl 


*7 

*7 


*7 

*7 


Having set □ text effect, to see thss 
change you must re display any text 
using the function titled To place text 
anywhere on the screen' 

To hide the mouse pointer 
POKE CONI KL r 123: VDiSYS(l) 

To show the mouse pointer 

POKE CONTRL, 122: POKE CONTRL+6J: 

POKE INTINpO 

VDISYSO) 

To read the mouse position and button 
state 

POKE CONTRL, 124: VDISYS(I) 

M OU 5 EX=PILK( PTSO UT): 

MOUS EY- PEEK( PTSOU r-2) 

BUTTON' = PEEK* 3 NTQ U T) 

Reads mouse - the cn-ardi nates returned 
in MOUS EX and MOUSEY are from the 
top left hand corner of the screen. The 
possible vaiues of BUTTON are: 

Value I Meaning 

Button = 0 No buttons pressed. 

Button = 1! Left hand button pressed. 
Button - 21 Right hand button pressed. 
Button = 31 Left unci right hand buttons 
pressed. 

Note that functions exist which change 
fill pattern, style and colour but as these 
are implemented by the ST Basic 
COLOR command 1 will not list these 
here. 


Listing 2 is an example of how to use the 
raster op's from ST Basic. Listing 3 shows 
how from C. 


/* Clear thv ecr-m-i, *7 

v_hid*_c(handla); 

vH_int E riDr (hand] 1) T v»f _*t yl * (Aartfl 1 fp 7* Witte thm m»» 
k rc 1 * (Iharid 1 B, 32 , SO , ( 9) 3 /y nrart a clrcJ? 


A BRIEF EXAMPLE OF AES 


ini l _rj i-tav ( t 

{ /. 

(p^rern. f d addrJiOf 

Ifrwn P ra-fi; iirrHn.fd.hzyp i«p 

ecr»*n. #iS_i«dHidtft=iir*t714p 
«raw. f d_rn t*nd-:Dty IDE EPECTFICp 
*crHn L fd_rip] an*i.-pL<.-,D*; 

Krnn.fd rI*Oj K+iin. fd..rZ=Ot i4riBn.4d.rM: 


dcid iinada^ til Lvi 
*t*prt TiDdc; 

Char tillBilf 


Sb. 1 tip oj#- raetar MFOB uf 


vmf .interim (hand) p,l] f v*f _colbr ifiarxllMl|/i Er.» part □ f ttruwri * / 

V* styl^b^dU.Uf /- LhiSny bDK *iith fch- +/ 

siy c.' H lOi wy L. 1 ] JiflO; /§. Fill c.ca] pur set tn O #/ 

Sy[31-arij-i(l( hyCZl^yi-HB. 1 f 

V bar 4 I land 1 * , v y I ; /, 

iivtOl^O: Ky[n-Bf Iiy[ 21=63; siyC71-3W l 


Than put iDAB 1 m! nn 


v_g ttN t [hand L * „ 4, yrtt,- [ 1 20*y _ *r m ) e ? * 
"kmre- tiis-.t sio bhat"]; 
v_gtB-xt (hahdl* T 5,yrw--4100*y ae*l*i . 

“Vciij can icd th* u i ; 

v.gtairt (hand] Ci&.yr u* ( Rr;my_sc al o) . 
"nffnct.*k 5 


7# khff Mmen u> that the *. 

7b- a#fact of the Jiffarmt */ 
f* dra-n nncfwa can be saw.. »7 


v.BttHtmand!«J l 5 «-ci-Oy i^,ii,i ,tnu)j /tPrint tlt]B 

few 4 v"40 1 yi = yraa-Tid; y h -45) 

for 4n-12 f K<Bnr*t- ITi+H ih+ii 1 ?) /* Then dr 


thip rasters 


s< y t 4 3 —k f >v t33=5; 

sty£ 61 -b +*J: yy[71ay f 31 ? ; 
vra_cfivf ™.(hand] Cirttoda f 
w V* HCi van , her ecn ] t 

1 

qetch(Ij 


7X nvrr the tax b.. . 


*7 


t* Walt f-nr a keypro-B-e 


Before I leave. I promised I'd give an 
example of AES usage. Type in Listing 4 - 
it's in ST Basic. This program draws a 
standard alert box with icon, buttons and 
text. If you examine the cnde r the string 
ALERTS contains the text of the alert. The 
format of this string isr 

[ICON] [ Line 1 Line2l Line3rLine41 LineS] | B Lit¬ 
ton 11 Button 21 B u tton 3 ] 

Where ICON is a number defining which 
icon to be display in the alert 

0 = No icon 

1 - Note icon 

2 = Wait icon 

3 = Stop icon 

Alerts can have up to 5 lines of text, sepa¬ 
rated by ' '.The buttons are also separated 
by T. Examine Listing 4 and change it to 
suit your needs, Why not include a few 
alerts in your own programs. 


CONCLUDED OVERLEAF 
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ATARI ST SUPERDEALS 


A 

ATARI 


520 STFM SUPER PACK £ 349.00 

he VAT and Next Day Dethrery 

Super Pack Includes: 

* 520ST FM 5 12K Keyboard with Built -in 1 Megabyte disk dr we arid TV Modul a- 

tor 

* £450 Pi games software including BUGGY BOY, TEST DRIVE, MARBLE 
MADNESS. W1ZBALL and M more. 

■* Organiser Rusi ness Software including liYORD PROCESSOR, SPFtFADSHEET 
and DATA0ASE- 

* FREE JOYSTICK! 

* All leaas, manuals PLUS MOUSE and free mains plug! 

REMEMBER! Many ST's do nol com e wish BASIC, ours com e wish ST BASIC REV 
D by Metacomco. 


1040 STFM SUPER PACK £ 439.00 

As 520STFM Superpack but with 1 meg memory f 040STFM 


1040 STFM BUSINESS PACK £ 439.00 

Business Pack Includes: 

* Ata r i 1040 STFM Keyboard with 1 meg memory and i meg built-in disk drive 
plus TV modulator. 

+ £385 worth of Business Software including MJCFtOSQFT WRITE word proc¬ 

essor (£ 150 ), SUPERBASE PERSONAL Database (£ 60 ), VlP PROFES¬ 
SIONAL Lotus 123 Spreadsheet done (£ 15 C> and Meiacomcp Basic (£ 25 ). 
fc All leads, manuals and mouse. 


520 STFM EXPLORER PACK 

As 520STFM Superpack but with only one free game and no 
joystick or Organiser - 

£269.00 inc 


MEGA 1 BUSINESS PACK £529.00 

The new Mega 1ST computer features a smart separate keyboard and system 
unit and includes all the business software listed for our 1040 Business Reck. 
Ine, SMC124 Mono Monitor £628-00 


PRINTERS 

Citizen 120D inc lead.........£155.00 

Star LC10 inc lead ,,...... £225.00 

Star LC10 colour inc lead .......£259.00 

Seikosha 3D col. printers, AMAZING PRICES! 

Seikosha Spin NLG inc lead......£139.00 

Seikosha 24p»n LG inc lead ......£279,00 


MONITORS 

6333 Colour monitor inc lead .........£249,00 

Atari SCI224 Colour Monitor inc lead ....£259.00 

Atari SM124 Mono Monitor inc lead .....£l 04.00 


DISKDRIVES 

Atari; SF314 1 meg inc lead ...£139.00 

Cumana C5.A354 i meg inc lead............£99 95 


n 


CREDIT CARD ORDERLINE 0908 78008 « 

Td order' either call Ihe credil card order line above with your Accsssflfisa credil card details or make a chequa'FO payable to. Digicom Ccmputer Services Ltd 
aw send ilwfth your order lo the address t»cw. Wt'wi moved to larger prernsses - Callers roost welccmei 

DIGICOM 

Unit 36, Wharfside, Fenny Stratford, MILTON KEYNES MK2 2AZ 

Alt prices include VAT and nexl day delivery by courier. 


VISA 



SECRETS continued 


10 REM #**********-** *»#*#**# #*#*#**##■##*#4^##■*-###**-#* 

20 REM * ST Secrets series * 

30 REM # by * 

40 REM * COLM COX * 

60 REM * GRAPHICS p&r t two - ARTICLE TFREE - LIST INC FOUR * 

REM * ST Baait * 

SO REM * PAGE 6 MAGAZINE - ENGLAND ■* 

70 REM **#***-*#-*»*****#**#****#■**-#■*#-**■#-*#**■#-*■►#*■# ###■*#■## tt-HMH*-#-*# 

1QO REM 

no REM 4*## GET BASE ADDRESS OF ARRAYS USED BY THE AES ***# 

130 RFM 
130 A#=q6 

140 AES. INTTN=PEEK (Ak+S) ; AES. 1NTGUT=PEEK ( A#+12) j AES. ADDR 1 N= PEEK t A#* 16) 

150 REM 

160 REM #4 YOU MUST MAKE SURE ALERT* HAS THE CORRECT FORMAT {IN ARTICLE) * 
170 REM 

ISO ALERT*^" Cll [HELLO THIS I 5 I AN ALERT ! 3 DP ¥QU BELIEVE TT?K YES SN05" 

190 POKE AES. I NT IN, I s REM *** DEFAULT BUTTON TS "-YES'' (tST BUTTON) *## 

200 ROI 

210 RCM *+*+ THEN TELL AES WHERE TO FIND ALERT* #*** 

220 RCM 

230 ALERTH=INT(VARPTR IALERT* )/ 65536)S ALERTL=VARPTR(ALERT*>-{ALERTH*65536> 

240 POKE &ES.ADDRIN,ALERTHiPDKE AES. ADEHftlN+2, ALtftTL 
250 REN 

260 REM *#** FINALLY CALL IT *#** 

270 REM 

260 6EMSYS 152) 

290 REM 

300 REM **a* WHICH BUTTON WAS PRESSED? *#4# 

310 REM 

320 IF PEEK (AES. INTUIT) =1 THEN 370 

330 CLEARN 2:FULLW 2i&0TDXY 0 T 0s REM **** "WO" BUTTON **■* 

340 PRINT '"WHAT you don't believe me??? 1 * 

350 PRINT “ I ' mi JU5t going to have to" :?''Format your dia.k any how 1 ! 

360 OPEN " □ " , 1 T " 2 2 Z X X X YY . UE21 ” s CLOSE #lsKILL ,h Z ZZXXKYY. OOl " i GOTO 360 

370 CLEARM 2:FULLW 2i SOTOKY O t Oi REM **** "YEG" BUTTON #*#-* 

360 ? 11 1 ' rn L-| 1 ad La hear that but . , , ":gqtp 350 


PREVIOUS 
ARTICLES IN THIS 
SERIES APPEARED 
IN ISSUES 
31 and 32 


En a future issue I'm going to Hake a look 
at the intelligent keyboard interface and 
hope to see you then. My address for any 
queries etc Is below - hut if you want a 
reply include a S.A.E. If you live outside 
EIRE, International Reply coupons can be 
obtained from your local post office, 
Write to Calm Cox, 10 Gralgue Court, 
Poppintree, Ballyinun, Dublin 11, 
Eire 
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520ST-FM SUPER PACK 



TI-«* Akin Super Pack, is ‘deni far you rl yn. wanl In 9 k cf* ho a llyrtg fTJri 
»ip if"? Ns 1 -• enlerteirmeiH whwa'e. Tr» Pick incljdns a StoKT-FM 
»n PAM. e huill-in 'Mb bis* *hra, our m al top gomns anil a 
syifit* IS jOn tHiir the Super Pick Bi -Silica Shop ire wil and nur cum ST 
Siansf huh >#m -gner £?Wk Fn/t Oh Cliflispe. heljip Ihc ecu per inr dssi-ls 



INCLUDING Vat 


1Mb DISK DRIVE 
£450 OF SOFTWARE 

ARCADE GAMES 


Artanoitf |j 

Imagine 

£19-9$ 

Th* Ice Palace Elate 

E19.9& 

Stack. Lamp 

Firfibardl 

£19.95 

Buiggy Boy 

. Elite 

£19.95 

Chopper X 

Ma&tertromc 

£9.99 

ikfwi Wamon 

Elite 

£14.95 

Marbte Madrtesa 

Electncmrc Ails 

£24.95 

Quadraliefi 

Logo iron 

£19.95 

ftanarum* 

HtWSMt Coneu ta:nl& 

£13.95 

Rutum Ttt Genesis 

i Firebird 

£19.95 

Roadware, 

Melbourne House 

£19.95 

Slarquahe 

Mandarin 

£13.95 

Trtt Orite 

Electronic Xrts 

£24,95 

Thrual: . 

Firebird 

£9.95 

Thunder oats 

Elite 

£19.95 

Wizbeii 

Ocean 

£19.95 

- . 

Melbourne H(hjge 

£19.95 

Zynaps 

Hew&on CbnsultBhts 

£19.99 

SPORTS StMULATtONS 



Eddie Edwards Super Ski Eliftt £19.95 

Seconds Out Tyriesofl £19.95 

Suritmer Olympiad '99 Tynesofl £19.95 

PRODUCTIVITY SOFTWARE 

Or^rmiflvr Triangle Publishing £49-95 

JOYSTICK 

Atari CX40 Joystick Alari Oorp £4,99 

FREE ATAflf BUNDLE VALUE:£45&97 


With SMI 24 mono monitor: £498IBS With 501324 colour monitor: C69B ^ 

1040ST-FM PROFESSIONAL PACK 


NOW WITH TV MODULATOR 

For Ihe serious hunie user and Lrwi gnu I business Jve are 
pt@i!Wd 10 announce 9 new package based arggnd Ifcn 
UMOBT-FM. The lCwtJSt-f M hBS 1 Mbyte RAM fcftd a 
1 Mbyte bulll-iti disk driva. In fcgdilion. the 1W0ST-FM 
now ronnes wist a TV modudator buiii-m ;Thei prw ?i 15 'y 
available tMOST-f was deH’gned Ion use wiih a mcmitpr 
drily and did nut coma with 3 modulator.) This modulator 
allows the : 040ST-F la be plugged d rn-dy into any 
demotic- ru set. and cortvee tomplHte wiih i ran iu 
■How y™ tn tf<? vj- Tit? new •ProteasiortaJ Pack' hir 
S- 'dS includes She new ’itM-l'iST F-*a iMth nyed olELlor plus 
(QUIT high quality software pajdkajtjus. including a spread¬ 
sheet. datahni^i. word processor end programming lang 
uaye This 'Professional Pack' software Will enttfole you to 
pet atralght down Lo business with your new computer In 
.idditin’i to this software (worth 1334.34;. if you buy this 
PmtassmnHl Pack from SillGB Shop, you will alto receive 
tne S'lice ST Sterior Kil (worth nv*r EvOQ}. Fr« Of 
Charge Heium Bn coupon tor further irdtirmai on. 

£499 



ATARI 1040ST-FM [Compute*! £499.99 

VIP PROFESSIONAL- (Spteadaheet) £149-95 
MICROSOFT WRITE |Wcrd FroeM&Wi £149.95 
SUPER8ASE PERSONAL (OatabBHf £59.95 
SASIC DISK & MANUAL l anguage; £24.95 




Tho range oi Atari ST computers offers symeihing for everyone. From the gam$$. enthusiast 
who wants [he challenge qF Ihe very beet m arcade action, nj ISh; businessman who wants to 
make financial forecasts or rauillesa presentations. The ST offers high qualify graphics, 
sound and speed Ipr (he garner, whilst prodding a last, user Friendly rind affordable solution 
let business. The ST la now Firmly ast&iilished in Ihe home environment and a wwflft 

d users irt education, local government, television, and a varieiy pF different businesses 
Software lor the range stretches lo Mv®r applications as diverse as ENTERTAINMENT 
ACCOUNTS, A FIT COMMUNICATIONS, COMPUTER AIDED DESIGN DATABASES 
DESKTOP PUBLISHING. EDUCATION, MUSIC, PROGRAMMING. SPREADSHEETS, WORD 
PROCESSING and man, For p lulfc list of the software available, as well ws delails d the ST 
rangci, compete and retu rn the coupon below av^ n rtw im a aot 




520ST-FM EXPLORER PACK 

WITH BUILT-IN 1Mb DISK DRIVE 


£260 


+VAT- 


+ SM124 mono monitor. £396' 


+ SC 1224 colour monitor: £598 w 


The value For money offered by the Atari ST range is ref laded in the Explorer P?ick 
featuring Ihe 52DST-FM computer with 512K RAM. The &20ST-FM computet now 
comes with a built-in 1 Mb double sided disk drive as wail as a fret moose controller 
and a btlHHni TV modulator. The new S2QST-FM Explorer Rack includes the S2QST- 
FM compular, the arcade geme Ranarama, a tutorial program and 50me useful 
desktop accessories. In addition, il ydu buy the Explorer Pack from Silica, we will 
give you the Silica ST starter Kil worth over £200, FREE OF CHARGE. Return the 
coupon <Or details d otir Staner Kil and ol the full ST range. 


IINCUJDINQ VAT 


With SM124 mono monitor: 


With SC 1224 colour monitor: 


NORMAL FtRP; £864 92 

LESS OfSCOUAIT: -£3B5.S2 


PROFESSIONAL PACK PRICE: £499.00 


2Mb a 4Mb MEGA ST 


The MEG£ ST tumpubara art slyind as as, !igN*figh,i key stifud willv a separaiB CPU, 
connected by b COilto ralapFidita Slylt usiblu. Them am two versions, gl Ihe MEG* 5T, 
ann viith ^Mhylcs df antf Hie ether Wiih 4M&yWa. £ath yersipm has 4 1Mbyte 
dOLaln aidud k'iik dri™ biuit n in hie CPU unit, “he MEGA STS do nut came wife 
n'oaulflt^ir biiiil-iri and «uei iharel^ be imstt witr a rnonitor. y^ih eiery MEGA 5T 
pgrchHeC are w il add the 'Proletelbniil Pack' snltwarc [wrcjrth £jB4.0d| detailed 
ei™^. plui ihr sih 2Mb ME Q A ST 

£899" 

+ mono monitor = £990 
^colour monilar - £119B 


tea 51" staler Kn 
Iwnrth over 
julh FriMi Cf Oiargi: 
Return ihe «kj(Mn 

Vir f.irtnenlB^ilc. 


4Mb MEGA ST 

£1199: 

+■ mcma monjtar=£1296 
+ go-lour monitor £f49& 



DTP PageStream £149 


4 VAT 
=£171.35 


!>tsk.lnp IAtiiii-iY >5 lDTPi It imm nl Ihe flimyrig flpplicnlicrs l^r ptrsoriil 

■:em;>jlc= We art nfcjMC In annoLXKa a prjweif.n kdrcuoi pdehsgelEr IhtWarl ST 
“Bled ttiEiuSlnam. P«eHlrei-i c-mts: orty f 14h (*yAT^t1T1,K) ard because fl 
«tpe* wiih Bn Aten lb*0ST art a Snkiam SP-IAbAI feinrer, yuu can be up btJ 
iijrij'ii'Hj! miih a ixniphrte sysle-Ti flar leas than £tDCK) &“yiw of (h* (eniui’se M 
P*ga5w»m ve fehtil Lo the 'isii-i il you wnMrr likn liinhnr <nlomuHibn op Bib 
PHHKwe iX'i'iLikne amj miuri ll'B otjbop boi™. h:4ir$ Ira "CTF :an«. i, »ny cj>mhi 


■ TEKTJ=LQW AROUNO SfWPHItS 
’ ROTATION OF TFkT A GRAPHICS 
’ SLANT DR TVrt&T A MV ORJECT 

■ POSTSCfllPT COMPATIBLE 
T TAG TUMCTION 

* AUTU-MANLAL KERMIMG b HVPHFWAT+OM 

* GROUPmS OF OBJECTS 


WHY SILICA SHOP? 


Before yeti decide when Id buy yru r*w Alii Ft 
cbn-iputa-. me 5 t iggeal you conaHa' very carefuiy WHERE 
ytSJ buy ii. There am MANV oCf^litTes whe dlh CflC' 
VOu B computer, S lew pcipFarab and Ihc lop ten f€l||ng 
trftes Therei are FEWER compeoies. wl'O cm cHnr a ernle 
rengc al prpcfcjds. far your computer eno ex pen buvke 
di'd help when you rcrrl il Thpr^ It O^LV Ohf£ 
companv who can prcende ITW irpesl range i>f A(ari ST 
ruliteJ pipdJCU In the UK, a lull lime Atari 3T ^aecialnl 
BSetirrtil FielpliPE art inNteplh ?fler seles auppot, rt- 
lutJng f-ee rewafetitTs. end bicdiLriK -dniversd to your 
Ctofir ipr eg cmg a you reojim Shier yCu puicFase ynur 
eiarpjlar Thai nrc rnrnpany jp Slice Shop. We i)Brt 
teen telelilmlied in Ike l-ure co~ s.ilnr luic ler Inn years 
wiflh an annual lumoiW in eucese dl £fi mil on art bin 
row claim Ip meet gur piKtomeig lequTemenla wilh an 
accuracy and untientartng adfich is wr.r.rr. to none 
But don't iUBt Ifi’e our word lor i! Cumpluln and nsSjnr 
the phi ipen tektw to p -our lalesr Idft'alure and isegn id 
B usier iso pe- the Si ira Sfcp gpgpjlLft Algri 3 W¥>ca, 


$0,lCA ST4fl7Fff MIT: W'rth Drfr E30p. FFiFF 
■rllherfWy Aiei 3T crjenputw bcuglil kerr Silica 
AHCJAESSfOfMi fllGKr ' r ec hLalnms sf/iw.im 
aiih -KHOST-FIM * 1 d W€GA ST't bnupM F'pm 5 Acs 
oeoJCATYC? SfjrkFCWSr i fylMimfl Atari IraWrJ 
aifliy wi(|i yeeiecl enpenercc ar Atari servicing 
THE FUIL STOCK RANGE: A'l d pjtir Aleri 
reqikremerrll! Idem are plaoe 
AFTER SALES SUPPORT: Tha amd hi &iics bus 
dedscated !a help you set ^nn dm t (ram yaor gr 
FREE CATALOGUES: Mailed dlnsct Ip your hCme 
OB kwh we pml mem, Icali. ir," olfeis Ail w*i 
an all pfihe n#»r releasee 

FREE OVERNIGHT BEUVEPf: O-, sk ««^b» 
O'dart Shipped wthm IheUliiTUinard 
PRICE MATCH PROMISE: W* win mHtu ccfrp- 
L'litO'S: cm D 5*™ plOdiiCt 

FREE TECHNICAL HELKJim Fui lime team al 
Alan Icchnfcal axperlg AlwAysat ydue swh. 


FREE SILICA STARTER KIT 
WORTH OVER £200 

WITH EVERY ST - RETURN COUPON FOR DETAILS 

ALL PRICES QUQTE^^C^D^RE^U^DEUVBR^ 


E 

A 

N 

ATARI ST? 


jraii ali'ftAdypwn an fiiart 5T OShlpUlW ertii would liketn tin regss.iBned Oh Our" mailing lid as an 
E uttr. let i.s wkiw 'Am win te pleased to send you copies d 1 our prtoo lists aid newsletters 
KH:FE Or CHARGE as they became nn Intiln Complete the coupon end retu.Ti it h» pur Sidwp 
iram.ii and bss *1 ejcpe r ending asgtoialixi ST seraoo tnai is sttcons lo none. 


To: Sflicfl Shop Lid, Dept PSlX 0&S9 1-4 The Mews. Hatherley Road, Sidtup, Kenc, DA14 4DK 

PLEASE SEND FREE LITERATURE OK THE ATARI ST 


MT/1M rs/Ms: 


Surnannt!-: 


SILICA SHOP: 


SIDCUI* Mail Order) 01-309 1111 

T-4 Tho Mews, tfathertey Road, Sidcup, Keni, GA14 4DX 

OPEN: MON-SAT ft-j,?; LATE NIGHT: FR/DA VAim ,'pm 


LQBJX>OBJ Ol-.^rtO 4000 

■52 Totten flam Court Rood, London, W1POBA 

OPEN: MON-SAT 9.30xrn - C.Qfipm l-ATE NfGHT: NONE 


LONDON ... 01-639 1234 ext 3914 

SotfndQ&B Fist floor}, Oxford Strict, London WtA t.AB 
OPEN: NtOiV SAY - 6.00pm LATE NIGHT: THURSDAY mm -Spm 


Postcode 


Do you already ouin a computer 
If at?, which OilC do you own? 







































































































■veribo' 


inte rna ls 


OFHCl 

BOOK' 


ST-flj. c 


imcomost 

^AR' 5 t Htol 
PflfflataMMi =■■ 
H|: EPl KKErsuc 


S, ! M-ULAvOR 

AjvbntTPP^ 


cunship, 

s. I :> t ’’■■' 1 


AGurdeCo 

ATAdl .-100.^00 
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PAGE 6 ACCESSORY SHOP 

THE VERY BEST IN PUBLIC DOMAIN 

PLUS BOOKS, DUST COVERS and ACCESSORIES 


HUNDREDS OF ITEMS IN OUR CATALOGS 

XL/XE °UST ST 

PUBLIC DOMAIN COVERS PUBLIC DOMAIN 


The fargest selection of Public 
Domain software for the XUXE 
available anywhere - only the 
very best makes it onto a 
PAGE 6 disk! 


NEW XL/XE and ST 
catalogs 

NOW AVAILABLE! 

Pleas© note our catalogs Jo fiGl contain 
COmmOfC iol software normally available 
Iram relailers or aJyertlsers in the magazine 


Every imaginable Dust Cover! 


PAGE 6 was the very first to 
introduce PD software for the ST 
and are still first in introducing 
many unique programs 
Disks from just £2.50 


OFFICIAL UK DISTRIBUTOR FOR 

ST NEWS 

THE WORLD’S FINEST 
ST DISK BASED MAGAZINE 


P.O. BOX 54, STAFFORD, ST16 1 DR, ENGLAND 

Telephone 0785 213928 Catalog HOTLINE 0785 57005 

(24 hours answerphone} 













































